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All launch copies come with an hardcover art book, 
a soundtrack CD, and bonus DLC content! _ 
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, Bonus DLC content contains the following in-game items: 
ca 1. Gigolo Glasses . 
Aa dite: 2. Alternate costumes for Vivienne and Mika 
3. A bonus Gigolo Mission with Betty 
4. An additional episode with the vampiric Sebastian 
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MINI-REVIEWS COVER STORY: Who dares, wins 


: It’s been eight years since a new-console battle launched in earnest, but 
HUMBLE HEARTS the Xbox One and PS4 are set for an epic confrontation come November. 


ANDREW FITCH inFAMOUS: SECOND SON 
SEANBABY 
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As part of my review of Saints 
Row IV for this issue of EGM, | 
touched on the game’s charac- 
ter creator and how the team at 
Volition strove to give players 
the freedom to be who they 
wanted to be. 

Mere days after | finished 
writing that review, Activision 
held a special event for Call of 
Duty: Ghosts, where a number 
of features and options were 
announced for the game’s mul- 
tiplayer portions. One of those 
features revealed was character 
customization—and, as a part 
of that, the ability to now play as 
female soldiers. 

More and more, developers 
are learning—or finally recog- 
nizing—an important element 
of our hobby: Players want to 
feel like they belong. In Saints 
Row IV, the sense of empower- 
ment it looks to instill in gamers 
only truly works when they also 
feel in control of their identity 
in that world. In Ghosts, even 
if the first-person perspective 
hides your character model 
from your sight, female play- 
ers (or those who identify with 
them) are finally being shown 
that they’re an equal part of the 
Call of Duty world. 

Some who don’t understand 
these points still argue that rep- 
resentation in gaming doesn’t 
matter. At Capcom’s San Diego 
Comic-Con panel, | watched a 
young girl dressed as Chun-Li 
stand in line to ask Street Fight 
IV producer Yoshinori Ono if 
Ultra SFIV’s yet-to-be-revealed 
character would “be a girl.” Try 
telling her it doesn’t matter. 

—FEric L. Patterson 


Between new systems on the verge of launch, games like Saints 

® Row IV to tide him over until they hit, and announcements such as 
Danganronpa coming to the States, Eric’s gotten past the summer 
doldrums and into being super-excited again. 

FAVORITE GENRES: Survival-Horror, Music/Rhythm, 24-Bit Fighters 
_ TWITTER FEED: @pikoeri 


After playing through both Pikmin 3 and Rayman Legends for reviews 
this issue, Andrew feels he’s now eminently qualified to go to grad 
school and write a dissertation on “Japanese cuteness” versus 
“European cuteness.” There’s a big difference, people! 

FAVORITE GENRES: RPG, Action, Simulation 

TWITTER FEED: @twittch 


Games like The Last of Us, Animal Crossing: New Leaf, and Duck Tales 
Remastered have been keeping Marc busy. While he’s excited about 
the new consoles, none of the launch titles have him that jazzed. Man, 
inFAMOUS: Second Son can’t get here fast enough! 

FAVORITE GENRES: Adventure, RPG, Platforming 

TWITTER FEED: @RkyMtnGmr 


With trips to Belarus and Germany in his rear-view mirror, Ray’s looking 
forward to just sitting on his couch and catching up on some much- 
needed quality gaming. And with a slew of hits on the horizon, it’s the 
perfect time for his travel schedule to clear up. 

FAVORITE GENRES: Action, Adventure, RPG 

TWITTER FEED: @RayCarsillo 


Josh had to play so many games for reviews this issue, he suffered a 
complete mental breakdown. He now wanders the office in a catatonic 
¥ state, mumbling about how amazing the graphics are and performing 

; elaborate “quick-time events” on doorknobs. 

FAVORITE GENRES: FPS, Adventure, Indie 

TWITTER FEED: @jorshy 


Matt’s happy to have finally gotten on top of both The Old Republic and 
Rift ahead of the incoming flood of new releases—but he’s now sitting 
in a corner, slowly rocking while reflecting on his life after realizing 
how may hours he spent doing so. 

FAVORITE GENRES: RPG, MMO, Driving 

TWITTER FEED: @mattjb89 


After slogging through the unholy mess of games released in August— 
almost every one of them—Chris is going to spend the next few 
months attempting to repair his beaten and battered body in time for 
the Rise of Next-Gen. Bazinga. 

FAVORITE GENRES: Shooters, Puzzle, RPG 

TWITTER FEED: @chrisholzworth 


B Feeling the sting of not securing a special-edition Nintendo 3DS XL bundle 

| with Animal Crossing, Michael wised up and pre-ordered both an Xbox 

® One and PS4. It’s been a dry spell for games, but it’s a perfect time for 

* remastered Star Trek: The Next Generation episodes on his trusty PS3. 
FAVORITE GENRES Shooters, Flight Sims, MMO 

. TWITTER FEED @greylids 
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The independent voice trusted by 
millions for more than 20 years is 
back like never before! Subscribe 
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gaming insight and opinion you’ve 
come to expect from the first 
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LETTER OF THE MONTH 


A CAGEY GAMER 

| was compelled this month to read the 
EGM Interview with David Cage (Issue 
#260). | connected with several of Mr. 
Cage’s missives. 

Is it true that “Many people have 
dreams, but happiness is a dream 
manifest”? Making a dream of reality, 
especially when one marches to the beat 
of one’s own drum, is a path few have 
the courage to tread. It seems as if Mr. 
Cage’s “clarity of focus” offers him no 
other path, but he mentions that it’s come 
with consequences. 

Mr. Cage, I’m only one voice, but let 
me confirm for you: The reason | read the 
interview in EGM is because I’m on the 
lookout for your name and the Quantic 
Dream brand. It’s not easier than a sequel 
or a true franchise, is it? But perhaps 
you’re happier. 

| may identify too well with Mr. 

Cage’s Wile E. Coyote metaphor, but if his 
point was that he works twice as hard for 
half the money instead of being the dumb 
bird who always wins, maybe there’s 

a way to win and still be true to his vi- 
sion. Heavy Rain’s unfinished DLC was an 
unfortunate missed opportunity. Episodic 
DLC, such as exploring unanswered ques- 
tions, or chapter-based storytelling like 
Telltale’s The Walking Dead, coupled with 
a great triple-A release may be a way for 
both Quantic Dream and the fans to win. | 
hope Mr. Cage finds a way to extend Be- 
yond this way—in a way he feels doesn’t 
violate his “sellout” sensibilities concern- 
ing franchises and sequels. Three years 
between titles leaves a pretty empty field, 
and few studios are filling the gap. 


In previous interviews, Mr. Cage 
has encouraged each player to play 
his games once, have their experience, 


~- and move on. What’s an interesting 


dichotomy to me is that in his games, 
you feel like your choices matter. Multiple 


endings aren’t the same thing. Some 


gamers might feel, “What if | could 

do it over?” But life never offers that 
chance. Mr. Cage has created a story 

and gameplay compelling enough to care 
about exploring that feeling. The power to 
right your own wrong—| submit that this 
is one of the most compelling aspects of 


- Heavy Rain, in a field where few others 


achieve that mark. 
—DAVE POKORNY 


EGM_Response: We’re glad you 
thoroughly enjoyed David Cage’s 
ruminations, Dave. We had a blast 
conducting the interview, transcribing 
it, and then putting Cage’s 
unpredictable, fascinating words 

in print. We can’t recall an EGM 
Interview where each question left 

us guessing where the interviewee 


’ would go next—and Cage definitely 


went in some unexpected directions. 

For a change of pace from our 
usual chats with game developers, 
check out the EGM Interview with 
famed game voice actor Nolan North 
on page 26. We think it’s an excellent 
insight into a part of the industry that 
every gamer experiences when they 
hear an action hero like Nathan Drake, 
but it’s a side of game development 
that rarely gets illuminated. 


We’re always open to hearing 
from you folks on who you'd like 
to see us sit down with in a long- 
form session, so if you readers 
have any suggestions or requests 
for future EGM Interviews, feel free 
to let us know! 


WHINE, SNOB VOL. 2 
This is my first-ever letter to a 
magazine. In Issue 260’s Login 
section, you got a letter from a 
reader named Kyle.who said, “New 
EGM sucks.” 

| agree. | walked by a newsstand 
and noticed your publication, and it 
made me smile. Not because of the 
discovery, but because it brought back 
fond memories of what EGM used to 
be. | picked up the copy and flipped 
through the pages, and clearly, there’s 


much to improve on. It’s almost as if you 
folks don’t put as much into it as you 
once did, maybe because all your time 
now is spent on the website, which | 
don’t read. 

For starters, it’s no longer monthly— 
more like whenever you feel like it. 
Pages are wasted on articles about 
people | couldn’t care less about, and 
there’s at least seven to nine pages of 
“ZZZZZZZZZZ,.” which could be used on 
full pages of decent game reviews. And 
speaking of that, your reviews are now 
smaller than what’s written on a Cracker 
Jack prize. To top it off, you chopped the 
column that brought actual humor to the 
mag with Seanbaby. One page? Really? 

| understand that the digital age is 
here to stay, but to me, it isn’t worth 
_ supporting a physical magazine that 

doesn’t put forth the effort anymore. | 


believe you should shoot this horse now 
rather than let it die a slow death. 

“The No. 1 Videogame Magazine?” 
Not anymore. | tossed your magazine 
back on the newsstand. After all, why 
should | give EGM the enjoyment 
of supporting it when you folks don’t 
give me the enjoyment of reading it? 
R.1.P., EGM. 

—PAT ACOSTA 


Boy, Pat’s going to 
hate us. We were all set to publish 
our “Pat Acosta Appreciation Issue,” 
in honor of who we thought was our 
biggest, most loyal fan. Seanbaby 
would’ve penned a 10-page treatise 
on Mary-Kate and Ashley’s forays into 
the digital world, and we’d print seven 
to nine pages of “YYYYYYYYYY’” just 
to keep Pat happy. We’d even have 


© reaver rweereack 


We asked our Twitter followers to name 
their favorite launch games. While this 
issue’s Top 20 list had to be day and date 
we weren't quite as strict with you guys! 


Mario 64 was great, but seeing Panzer 
Dragoon running at Toys “R” Us made me 
dump $500 on a Saturn that | wasn’t even 
planning to buy. Steven Rod 

Rogue Squadron II on the GameCube. 
Faithful to the movie aesthetics, and it’s one 
of the best-feeling flight games. Still the best 
Star Wars game. 


Lain Crowley 


Sonic Adventure for the Dreamcast. It truly 
felt like a generational leap and really 
showed off the console’s horsepower. 


John Laurence Hardin 


Really loved SoulCalibur on the Dreamcast. 
but I’m gonna say Ghouls 'n Ghosts at the 
Genesis launch. A nearly perfect game. 


Coury Carlson 


Tekken Tag for PS2. Spent countless hours 
and quarters on it at the arcade. The idea of 
having it at home was awesome then. 

Jay 
Super Mario Advance for the GBA was 
So good, | imported a Japanese launch 
console. It didn’t arrive until after the U.S. 
launch. Matthew Cole 
All-time favorite launch game: Super 
Castlevania IV on the Super NES. A great 
tech demo and a great game all in one! 


Brion Foulke 


ELECTRONIC GAMING MONTHLY 261.0 


= LOGIN 


Twitter isn’t just for having polite 
conversations with the EGM Crew 
via @EGMNOW—t’s also filled with 
developers and other industry folk 
who say the craziest things! 


i Ryan Payton 
~~ Designer, Republique 


“My 15-year-old self just 
tapped me on the shoulder 
to remind me that I'm work- 
ing my dream job. Thanks, 
dude. | sometimes forget! 


Mark MacDonald 
_ Executive Director, 8-4 Ltd. 


“Subway still tastes 
like Fire Emblem to 
me, and probably will 
for the rest of my life. 
#lunchatyourdesk” 


5 Nico Bihary 
B.?M@ EZ Senior Producer, 2K Games 


“You know you're old 
when your favorite 
Transformer was the 
one that turned into a 
Walkman.” 


Gary Whitta 
@ Story Consultant, The Walking Dead 


“Key part of retro-gaming 
night planning: Prepare 
backup entertainment for 
after first 5 minutes, when 
you realize all these games 
suck now.” 


www.egmnow.com 


reviews as large as a Cracker Jack 
box! Can you believe it? How do you 
like them apples? 

Finally, we were going to shoot a 
horse on page 33 just for Pat. 

But that’s not going to happen 
now. Pat will no longer be available 
to read it. He told us himself. He has 
put EGM back on the newsstand 
shelf forever, never to lift a finger and 
deign to pick it up again. 

So instead, we’ll keep the only 
three-person reviews this side of 
the Pacific, provide our opinionated 
previews on the hottest upcoming 
titles, and we’ll be forced to continue 
chatting with some of the biggest 
names in the industry like Hideo 
Kojima, Ken Levine, and Amy Hennig. 
Sorry, guys. Pat ruined everything. 


| just wanted to start off by saying 
thank you...for being such an awesome 
mag! | laugh at the people who try to 
tell you how to do what you do best! 
That being said, | really like that you 
publish readers’ letters that trash you, 
only to return the favor in a modest, 
tactful manner. 

With respect to all your readers 
and your staff, | say to you all: “You 
mad, bro? Come at me, bro! Let’s see 
what you got!” | mean that only as 
a reference to online gaming, when 
people are mad or upset and show their 
true feelings. They need a hoover to get 
that sand out! 

Thanks again for such an awesome 
magazine, and | hope to see more chaos 
and anarchy among all us readers and 
writers alike! —TRENT MATHIAS 


Trent, if it’s anarchy 
you want, just call us Emma Goldman! 
In all seriousness, we appreciate 
all feedback, and even if you don’t 
agree with everything we’re doing, 

constructive criticism is always 
welcome. We certainly aren’t 
opposed to endless heapings of 
praise like Mr. Mathias has so 
graciously provided, though! 


First of all, let me say that I’m a huge fan 
and have been reading EG for 
well over 20 years. I’ve been noticing 
lately that for the last few months, 
there’s been a lot of discussion (both 
from EGM and readers) about some 
of their all-time favorite sections and 
whether or not they may appear in 
future issues. 

However, it seems to me that the 
discussion never includes one of my all- 


time faves: tips, tricks, and codes. 

| remember hardly being able to wait un- 
til I'd read through my latest issue to get 
to that coveted section near the back. 

Is there something I’m missing? Have 
videogames really changed so much 
that developers no longer put hidden 
button combos, secret levels, or just 
plain funny additions into the games of 
today? I’m aware of “Easter eggs” and 
mods that gamers are adding, but what 
about something from the “inside”? 
| don’t think there’s a single gamer 
from the “Golden Age” who doesn’t 
remember the Konami Code. | can 
only speak for myself, but | really miss 
the fun | had by sharing new codes or 
combos with fellow gamers. 

Where does EGM stand on this 


issue? Is there any chance of bringing 


back this section of the mag? 
—ROBB TRUSTY 


Robb, you’re in luck. 
We just unearthed this trick for the 
hottest new NES action romp from 
1988, Milon’s Secret Castle! 

Here’s an easy way to rack up 
megapoints on Secret Castle! Get 
the Crystal Ball and then die on 
purpose. Before continuing, hit 
either fire button (use a turbo stick 
for this one) and your score will soar 
into the stratoshpere! 

We actually miss flipping through 
a thick book of cheats as much 
as anyone, Robb, so who knows? 
We’ve already seen the return of 
EGWM’s high-strung gossip maven, 
Quartermann. Maybe the legendary 
“Trickman” Terry will once again 
grace our pages in the future? Never 
say never in this industry. 


You guys are so Xbox biased, it’s a 
joke. Just look at your titles for the 
articles and how much coverage you 
guys give to the Xbox One. Why not 
just be neutral and write articles about 
all things the way they are meant to 

be written? —MIHN 


Mihn, please turn to 
page 45. That is all. 


BY E-MAIL: 
letters@egmnow.net 
BY SNAIL MAIL: 


29800 Agoura Road, Suite 103 
Agoura Hills, CA 91301 


GAME SCHOOLS 


Because Ken Levine won't live forever...or will he? 
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BY STEVE HASKE 


aybe, like many, your dream job is to make videogames. But with the expanding influence of 
today’s increasingly diverse markets—and development styles ranging from social media to 
triple-A— knowing what to learn can be tough. Not to worry! EGM’s prepared to help with our 
annual collegiate picks. They’re sure to keep your gaming education on the right path. 


WINTER PARK, FLORIDA 


$429-$759 per credit hour 
around 1,900 students 

Full Sail’s accelerated degree 
programs offer students a good barometer for 
real-life industry experience, meaning lots of hands- 
on coursework and development crunches for 
curriculum projects. 

Aside from being home to a 
student chapter of the International Game Developers 
Association, the in-house residency program hosts 
industry veterans for up to six months to mentor 
students working on their final projects. 

Blackmoor Studios, the 
campus’ full development facility, is named after 
Dungeons & Dragons co-creator Dave Arneson’s 


game world of the same name. The grounds also 
have a motion-capture studio, a gaming-timeline 
exhibition, and a usability lab for research-and- 
development projects with industry companies. The 
campus also regularly hosts game jams of all types. 

If you already know 
exactly where you belong in the industry. 

Faculty have worked 
on everything from Madden to SimCity, while 
graduates have contributed to titles like The Walking 
Dead and XCOM. 

TE The career-development department 
will help steer you in the right direction. As a 
bonus, Full Sail alums can audit courses in their 
concentration to keep their skills current at no charge 
after graduation. 


Modern game schools 
aim to provide a practical 
learning environment 

by offering students the 
chance to work with 
cutting-edge technologies 
and established industry 
professionals. 


REDMOND, WASHINGTON 


$12,800 per year 
1,054 
DigiPen’s curriculum averages 
out to a heavy course load of 18 to 22 credit hours 
per semester, while team-based Scrum-model 
development classes allow for internal production 
management and scheduling. 

The gaming-education hub of 
the Pacific Northwest. Aside from helping the Seattle- 
area industry balloon to more than 350 companies, 
DigiPen graduates are often sniped for work by 
Redmond-based Nintendo and Microsoft. Plus, all the 
deadline-crunch coffee houses you could ever want. 

Housed entirely in one 
building, DigiPen doesn’t necessarily offer a 
traditional college campus experience. It does 
foster a dynamic environment conducive to 
Students working that much harder on their projects, 
though—often leading to recognition at events like 
the Independent Games Festival. 

If you’re ready to carve 
your own path. Recently, graduates have been 
doing well in the Kickstarter arena with games like 
the futuristic racer Distance. 

Adjunct professors 
from local companies like Bungie teach part time, 
while the staff includes former SOCOM and Call of 
Duty developers, among others. 

Nearly every Friday, company reps 
stop by to explain what kinds of employees they’re 
looking for and to review student portfolios. 


LOS ANGELES, CALIFORNIA 


RIT 


ROCHESTER, NEW YORK 


$32,784 per year 
about 700 students 

RIT offers far more than the 
basics in programming and design principles, with 
specialized courses in diverse subjects like games 
and society, social computing, and hardware archi- 
tecture programming. 

RIT’s multidisciplinary programs 
have been featured on The Princeton Review's top 10 
game-design schools since 2011. 

Annual showcases let pupils 

show off their work to industry professionals and 
the Kickstarter community, while the student body 
maintains an constructive presence on the school’s 
Facebook and Reddit pages. 


f you're looking for a 
more development-oriented focus. 

Grads have worked on 
games like Halo 4, Tomb Raider, and several Kinect 
titles. (Hey, a job’s a job, right?) 

They’re an integral part of the 
program, and students can even intern in far-flung 
countries like Germany or Japan for their required 
co-op coursework. Sugoi! 


CAMBRIDGE, MASSACHUSETTS 


$21,861 per semester 
about 140 students 

Part of the School of Cinematic 
Arts, USC’s game-design program is where to go to 
understand why games matter in culture. 

The alma mater of 
thatgamecompany’s Jenova Chen, USC focuses 
on the creative side of game design, while team- 
based projects gradually get students used to a 
full development cycle and emphasize hands-on 
experience and instructor direction. 

A new campus building 
housing all interactive programs opens this 
summer, expanding the clubhouse mentality that 
USC started in 2002. 

If you really want to go in- 
depth with your concentration. Those interested in 
writing will be pleased, since USC offers a full range 
of classes devoted to improving game scripts and 
characterizations. 

Former Uncharted lead 
designer Richard Lemarchand has joined the faculty, 
teaching an experimental game-design class. Oh, 
and the campus is located in the hotbed of SoCal 
game-development country. 

You’re expected to take at least one 
internship with a local developer. 


$42,050 per year 
4,503 (undergraduate enrollment) 

Most of MIT’s game-design 
coursework is handled by the comparative media 
Studies department, which covers game theory, 
design, and production along with a host of electives. 

Game Lab's research-heavy 
curriculum has recently merged with humanities and 
writing, offering students more options for whatever 
gaming path they’re interested in. Nine-week 
Summer programs also serve as prep for working at a 
development studio. 

Nose to the grindstone— 
expect a hefty (extracurricular) workload. That said, 
the tight-knit community also holds game-related 
events, such as Professor Layton-esque puzzle- 
solving weekends and weeklong design workshops 
offered every January. 

lf you're unsure of 
where you want to end up in game design. Pick a 
concentration, and the faculty will set you up. 
Nearly half of every 
semester's lectures come from industry guests at 
local companies like BioShock’s Irrational Games. 
Game Lab helps local companies 
recruit new blood—or you can try interning with a 
research group on campus. 


DIY GAMING 


an’t wait to get enrolled in a 

gaming school? Here are a 

few titles that let you construct 
your own gaming worlds right out of the 
box, providing a glimpse of what it’s like 
to sit in the developer’s chair—sort of. 


HALO 4 


The Forge editor in 343 Industries’ latest 
sequel picks up where Bungie’s robust 
mapmaker left off, giving would-be 
designers control over aesthetics (see: 
black-and-white maps, Minecraft-style 
constructions) as well as subversions 
like Assassin’s Creed-esque knife 
battles and racing maps. 


TRIALS: EVOLUTION 


Though technically made for creating 
2.5D racetracks, Evo’s powerful edi- 
tor allows for piecemeal 3D sims that 
have nothing to do with racing, like golf 
games and cannon simulators. 


LITTLEBIGPLANET 2 


The crown jewel of DIY development 
(apart from mods), LBP2’s crazy, 
streamlined system has been improved 
since the original to incorporate 
cutscene direction, scripted sequences, 
and the ability to make just about any 
kind of game you want—f you’ve got 
the dedication. Can you make a plat- 
former worthy of Miyamoto? 
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= While Japan’s indie gaming scene might not be as 
prominent or connected as in the West, there’s no lack 
of passion or dedication to the craft of making games. 
Ilustration: Suguri by Hayapi 


SMALL |/\' JAPAN 


As indie gaming hits it big in the West, Japan’s community struggles to come together 


BY ERIC L. FATTERSON 


t’s the week of GDC 2013, and I’m 

sitting in the lobby of a hotel in the 

heart of San Francisco’s Chinatown. 
Across from me, leaning forward in his chair so 
that | can get a better look at the tablet device 
he’s holding, is Japanese developer Takumi 
Naramura. On the display are two drawings: 
one of a fully combined Voltron-esque giant 
robot, and another where the five pieces of 
that robot are in disarray. 

“Together, they could be strong—but they 
often separate themselves,” Naramura says 
to me. “That’s why | think they haven’t done 
much on the world stage.” 

Those robotic felines are what Naramura 
sees as the five distinct pieces of the non-pro- 


EASTERN PROMISE 


While some of Japan’s indie gaming efforts never make 
it outside of the country, those that do complete the 
trip are finding more avenues for getting to gamers— 


everything from Desura, GamersGate, and Playism on 
the PC, to console digital stores, PlayStation Mobile, 
and the 3DS eShop. Here’s just two upcoming Japanese 
indie titles the EGM Crew are looking forward to. 


www.egmnow.com 


fessional Japanese development scene: doujin 
games, Flash games, smartphone games, 
indie games, and free games. The problem, he 
explains, is that the situation in Japan far too 
often resembles that second image—and not 
the first. 

Naramura should know, because he belongs 
to that very scene. As part of Japanese devel- 
opment house Nigoro, he’s the director, artist, 
and composer for La-Mulana, a retro-styled 
adventure game that was originally released for 
PCs back in 2005. Naramura also knows some- 
thing about finding success in the West, as a 
remade version of La-Mulana became the first 
Japanese game to successfully get approved 
via Steam’s Greenlight service this April. 


The problem is, the rise in popularity and 
attention that indie developers have seen in 
the West hasn’t fully been felt in Japan. Even 
back in its home territory, the Japanese indie 
gaming scene hasn’t established itself in the 
way that other entertainment mediums such 
as comics or anime have. In March, Japan did 
finally have its first indie game-focused event, 
BitSummit. The footnote? It took a foreigner 
to get it going: Q-Games producer and former 
EGM editor-in-chief James Mielke. 

Naramura tells me that one reason for that 
could be that Japanese indie developers don’t 
really see themselves as part of a “scene” — 
they’re just people who want to make and 
release games. 


LEGEND OF RAVEN 


Yatagarasu: Attack on Cataclysm is a PC 
2D-fighter passion project by three former 
SNK/King of Fighters developers. Nicalis 


has announced they’ll be porting an older 
version of the game to PlayStation Vita, set 
to be titled Legend of Raven in the West. 


“Among the people that | know, 
there’s quite a few who, for example, 
quit their company and decided to start 
making a game on their own,” he ex- 
plains to me. “They're craftsmen. They 
just make their game, and they’re not 
worried about the rest.” 

Some time later, while sitting in a 
cafe back in Los Angeles’ Koreatown, 
that sentiment is echoed to me by En- 
rique Galvez, CEO of Rockin’ Android— 
a Company started back in 2008 with 
the intent of helping get Japanese indie 
games published in the West. 

“When we started working with 
some of these developers, they didn’t 
see it as a business—they saw it as a 
hobby,” Galvez remarks. “These guys 
have day jobs. They get together on the 
weekends, or at night, and they code. 
And they make these wonderful games, 
but they aren’t looking at it from that 
perspective of marketing, or how many 
units they’re going to sell. They just 
want people to play them and have a 
great time playing these games.” 

Galvez thinks that mentality is 
changing, slowly but surely; unfor- 
tunately, there’s still another hurdle 
in place. It’s one | can’t help but ask 
about: The attitude I’ve often sensed 
isn't that many Japanese indie devel- 
opers aren't able to release their games 
in the West, it’s just that they don’t care 
about doing so. The topic of Touhou 
Project comes up, an immensely popu- 
lar “bullet hell” shooter series created 
by aman known as ZUN. With so many 
games and so huge a fanbase in Ja- 


pan, why have we seen so little official 
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twas never an issue to a lot of these 


g though, and 
€ see It Changing especiall tn 
the developers that we’re workina 


: g 
nis types of games—and | think he’s 
going to be shocked 


Back in San Francisco, my hour 
with Naramura is coming to a close. | 
ask him about that tendency Japanese 
gaming has at times to want to cut 
itself off from the rest of the world, 
caring only to focus on itself and 
Japanese players. 

“It’s a danger,” he replies. “Part of 
it comes from the language barrier: 
we're a Culture where we feel more 
comfortable with people that we can 
directly speak with. With games like 
La-Mulana, | think people like us at 
Nigoro are showing other Japanese 
developers that it’s not that hard, 
that it’s possible to do. Things will 
change—but it'll take time.” 


= LA-MULANA 


/F YOU BUIILD IT, 
WILL THEY COME? 


“The first couple of weeks, we probably had under 15 con- 
firmed developers at most. It was a little worrying, because | 
was trying to coordinate sponsors at the same time—and, of 
course, they wanted to know who was coming.” 

BitSummit director James Mielke admits that there was 
a bit of nervousness in the days leading up to the event. In 
addition to the biggest question— would Japanese indie de- 
velopers even attend, and if so, would they socialize with one 
another? —concerns raced over how the event would look, 
how crowded the location at Kyoto’s FANJ Hall would feel, 
and whether those who did show up would feel like it had 
been worth their time. 

“The reality of the show was actually better than we imag- 
ined in the planning stages,” Mielke says. “During and after 
the show, a lot of developers started to approach me and tell 
me how happy they were to be part of this event, and that 
there had been nothing like it before in Jaoan—which was 
incredibly gratifying to hear. Now some of the developers who 
were initially reluctant to take part in the first BitSummit have 
already said they want to join us for BitSummit II.” 

With Mielke’s desire for BitSummit to increase the visibility 
of Japan’s indie gaming scene and pave the way for new col- 
laborations, the question isn’t whether there’ll be a BitSummit 
ll—but how it will evolve from the event's first outing. 

“The next event won't be a rehash of the first one,” Mielke 
declares. “I’ve got a lot more tricks up my sleeve.” 
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Talking shop with the creator of Shadowrun 


BY CHRIS HOLZWORTH 


t’s been almost 20 years since 

Shadowrun’s unique fusion of 

cyberpunk and fantasy had 
itself a proper digital incarnation (we'll 
pretend the 2007 shooter never hap- 
pened), but with Shadowrun Returns, 
creator Jordan Weisman personally saw 
to it that fans got what they wanted. We 
sat down with him to chat about what it 
was like to release one of Kickstarter’s 
first gaming successes. 


Jordan Weisman: This is the kind of 
game I’ve always wanted to make, for 
sure. What made Shadowrun interesting, 
to me, in terms of gameplay, was the way 
that you worked on multiple planes of 
existence at the same time: the idea of 
physical combat, magical combat, Matrix 
combat all happening and having to rely 
on each to be successful. That’s what | 
wanted to make sure we got out of the 
tactical combat of the game. 
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| wasn’t involved at all in the 2007 shooter. 


| mean, what they built there is actually a 
really good game, and a lot of the stuff that 
they built in, from a first-person-shooter 
perspective, has gone on to be cornerstones 
of what Halo became and even some of 
what’s taking place in Bungie’s Destiny, be- 
cause that’s where [former FASA head] Mitch 
Gitelman’s team went off to. Like | said, the 
game itself was a great game. It just wasn’t a 
Shadowrun game. 


Weisman: It’s something we thought 

was very important from the beginning, 
because from the pen-and-paper origins of 
Shadowrun, it’s a collaborative storytelling 
experience. The power of that is that you 
can tell your own stories with your friends, 
and we thought if we could capture some 

of that in what we’re doing in the electronic 
version, we’d have something more powerful 


© 


Jordan Weisman 
founded FASA in 

1980, where he 
created the original 
Shadowrun. |In 1998, 
he became creative 
director at Microsoft's 
game division and 
oversaw the launch 

of Halo. He formed 
Harebrained Schemes, 
an independent studio, 
in 2011. 


than just those stories we’re telling. We 
never viewed The Dead Man’s Switch 

as the story of Shadowrun Returns —we 
simply view it as the first story. Obviously, 
we put a lot of effort into trying to make 

a good campaign and to tell a good 

story there—but that’s all built on top of 
what’s obviously the largest effort, which 
is creating a platform that the audience 
could use to tell their own stories and that 
we could use in the future to tell stories. 
Everything we release is more building 
blocks for people to build their stuff out of. 


Weisman: Absolutely. This crowd-funded 
process has been unique and really 
exciting, because it does start that dialogue 
with the players at inception rather than 
after you’re all done. And that ongoing 
dialogue with them really informed a lot of 
things. For instance, the ability to generate 
characters. A single character, by nature, 
automatically means that we can open 


up the campaign in a less-linear format, 
but the audience made it clear they really 
wanted to be able to create characters in 
a wide section of the archetypes that are 
available in Shadowrun. 

Similarly, the Matrix [as a virtual-reality 
data space] was interesting, because 
we knew that was something of high 
importance for them. We felt from the 
beginning that we weren’t going to be able 
to support the Matrix in a really robust way. 
We tried building a couple of minigames, 
and they just weren’t cutting it, so we went 
back to the well and pushed to build in a 
more robust Matrix experience. But that 
was something that we had to go back and 
find the funds and time to do. 


Weisman: This is the most stressful 
game I’ve ever made, and I’ve been 
making games for almost 35 years now. 
| think that’s because of that dialogue 
and connection with players all the way 


Cheers. The Seamstress Union. 
Where everybody knows your name. 
And they're always glad you came. 


through [the process]. The fans who 
backed us were people who had an 
emotional connection with this property. It 
did create a huge amount of stress. Stress 
that helped the product—but stress. At 
the same point, as a thing that helps our 
company survive to make more games or 
more Shadowrun, we knew that it had to 
be something that reached beyond those 
30,000 backers. 


Weisman: There are three tribute 
characters that we gave major roles to, 
people who had passed away —fans 
whose family members or friends made 
us aware of them and their devotion to 
the game during the Kickstarter or after. 
We tried to write characters that did 
them some homage. And sitting at the 
bar is the ghost of me, but you only see 
him if you’re a backer. | tell stories about 
different parts of the Shadowrun creation, 
hand out a couple of extra grenades, and 
things like that. 
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BILLY JOEL VS. JOEL 


You might not think it at first glance, but singer-songwriter Billy Joel 


and Joel from The Last of Us have a surprising amount in common. Joel 
explores run-down buildings on the verge of collapse. Billy Joel creates 
them when he goes out for pizza. But the question remains: Who would 
win in a head-to-head throwdown? Let's find out. 


GREATEST HIT 


A brick to the 


“Piano Man” 
face 


Homemade 
Molotov 
cocktails 


Vehement 


RELATIONSHIPS WITH YOUNGER WOMEN 


Perfectly va 
platonic, no & SS 
matter what 

deviantArt says 


Married a 
23-year-old at 
age 55 


Never attended, Walked through 


but holds a college once 
six honorary and saw some 
doctorates monkeys 


BIGGEST ENEMY 


Alcoholism 


Fungus 
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GUARTERMANN 


gi he Q-Mann can’t even begin to re- 

| count the suffocating media throng 

3 | he’s been under since his triumphant 
return to EGM last issue. The pageantry! The 
flair! The pomp! The circumstance! The Q was 
greeted with garish bouquets of flowers—and 
coquettish, winsome female admirers—every- 
where he went as he cruised through count- 
less swingin’ shindigs in the Hollywood Hills. 
But, people, please: Give an intrepid rumor- 
monger a little space, will ya? The Q-Slice 
even had to shack up with “the Biebs” for a 
couple of weeks just to get away from the 
unrelenting paparazzi crush. Seems like every- 
one wants a piece of the ol’ Q-Meister. But 
only you, loyal EGM readers, can have him. 


© Let's start out with news from one of the 
gaming industry’s unquestioned megastars. 
No, no, I’m not talking about yours truly—I am 
but a humble gossiper—but the man they call 
“CliffyB.” Yep, that’s right. Cliff Bleszinski, 
the Gears of War creator who once 
glossed himself “Dude Huge,” had some 
huge news of his own when he teased 
some apparent concept art of his first 
post-Epic project on Twitter. The image, 
which Bleszinski created with Shaddy Safadi, 
a former senior conceptual artist at Naughty 
Dog, features a helmeted, gun-wielding gentle- 
man in a canyon—and it’s seemingly unrelated 
to any known gaming property. But mum was 
further word from Bleszinski. “I’m releasing 
information on my own timing and agenda this 
time,” he said. That’s how you’re gonna play 

it, eh, Cliffy? The Q-Mann takes this as a very 
personal challenge. 
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Dude Huge speaks, Microsoft leaks | 


Somewhere deep within this unassuming canyon, Jazz Jackrabbit 
lurks, a maniacal grin crossing his lips. 
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© So, you think developers are always in 
control of their own branding? Think again. 
Saints Row IV associate producer Kate Nelson 
told EDGE that many at Volition weren’t 
happy with former publisher THQ’s mar- 
keting over the years, particularly when 
porn starlet Tera Patrick was credited 
as a “special producer” on Saints Row 
2. “Saying that someone who had no industry 
experience was in a role that is sexualized as 
a producer of our project, or saying the Pent- 
house girls are our QA staff—for me, that’s 

the line,” Nelson said. From the Q’s lips to 

her ears: You go, girl! Too often in my opinion, 
developers let sleazy, clueless marketers who 
haven’t touched a controller in their lives own 
the conversation. Take control of your own 
game and how you want to frame its merits. 


3 The men behind Tokyo-based localization 
company 8-4, former EGMers John Ric- 
ciardi and Mark MacDonald, recently 
took to Twitter to hint at a sizzling 
project on the horizon for these titans 
of translation. MacDonald intimated that it’s 
“way bigger” than even potentially bringing 
Dragon Quest VII 3DS to an English-speaking 
audience. You know what this means, of 
course? Time for the Q-Mann to do his own 
“personal reconnaissance” on the subject. 
Each year, | hit 8-4’s swank Tokyo Game Show 
party in the hills of Roppongi, where such Nip- 
ponese industry luminaries as Suda51, Akira 
Yamaoka, and Koji Kondo congregate and 

talk shop. Trust me: You do not want to see the 
bathrooms of Akihabara after the Q’s had his 
way with them, as he parties into the night with 


and one rockin’ Tokyo party 


an alluring AKB48 member around each arm. 
You can bet the ghost of Oda Nobunaga that 
the Q-Mann will squeeze the deets out of this 
developing situation come TGS! 


©3 From the “loose lips sink ships” depart- 
ment: Microsoft’s tepid E3 showing turned off 
scores of journalists and gamers alike, but that 
didn’t stop a couple of Microsoft men from 
yukking it up over a hearty lunch of Funyuns at 
the LA Convention Center’s notoriously gos- 
sipy cafeteria. To hear the Q-Mann’s undercov- 
er operatives tell it, these men exuded hubris 
of the highest order and viewed Sony’s PS4 
as a “broken-down horse” that simply 
can’t match the power of the Xbox One 
cloud. Don’t forget, industry bigwigs: Think of 
the Q as you would that sassy eunuch, Varys, 
on Game of Thrones. He has spies every- 
where. If you even think it—especially at E3— 
the Q-Daddy will take it and run with it. 


© Finally, the Q-Mann’s using his handy- 
dandy finance degree to bring you some of 
the latest corporate gossip currently ripping 
through the industry. The Q’s insiders claim 
that with Atlus parent company Index 
Corporation in huge legal trouble over 
in Japan, Marvelous AQL—XSEED’s | 
their best-known subsidiary—might 
be swooping in soon to take the brand 
over. This would result in a niche Japanese 
supergroup on the level of Damn Yankees or 
the Traveling Wilburys, and the Q-Dawg can’t © 
help but root for this rumor to be true so that 
he can get his Persona on for years to come! 
Chie, you my homegirl 4 lyfe, sista! 
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Behind the Scenes of MMO Development 
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BY ERIC L. PATTERSON 


t’s not out of line to say that Final Fantasy XIV 

was a huge failure. Not just as a game, but also 

as an attempt by Square Enix to build upon 
the immensely successful Final Fantasy X/ and continue 
the company’s MMORPG ambitions. What matters now, 
however, aren’t the negatives of what was—it’s what the 
publisher is doing to make things right. 

One man with that task weighing on his shoulders 
is Naoki Yoshida. Brought to the FFX/V team to help 
turn the game around, Yoshida is—in part—respon- 
sible for the near-complete rebuilding of the project 
now known as Final Fantasy XIV: A Realm Reborn. 
Part of making sure the same mistakes aren’t made 
twice is something so simple, yet so important: a lon- 
ger, proper beta test. 

“The original version of Final Fantasy XIV had a 
short beta period, and most of the user feedback was 
not properly taken into consideration,” Yoshida says. 
“After | took over the project, we made sure that we 
focused on communication with the players as a vital 
part of our game development and operation.” 

For A Realm Reborn, Yoshida notes that Square 
Enix ran server stress tests during alpha, leaving 
the betas as legitimate attempts to address player 
feedback. The first two beta-testing phases let PC 
gamers try out the basic content, interface, and 
tweaked gameplay experience for those using 
controllers. During that time, the team addressed as 
many as 900 specific points of feedback and then 
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EGM Looks at the Latest F Free- to-Play Launches 
Neverwinter 


PLATFORM: PC 
RELEASE: JUNE 2013 


DEVELOPER: CRYPTIC STUDIOS 


Developed by Cryptic Studios—the folks behind previous releases 
such as City of Heroes, Champions Online, and Star Trek Online— 
Neverwinter is a new MMO that transports players to locations from 
the Forgotten Realms lore of Dungeons & Dragons. Players can pick 
from traditional D&D class types and then team up in groups of five 


PUBLISHER: PERFECT WORLD ENTERTAINMENT 


XIV 
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moved on to beta phase 3, which is when PlayStation 
3 players were brought in and the main storyline 
quests were fully revealed up to level 20. 

Yoshida points out that beta registrations for A 
Realm Reborn hit over 1.2 million applications, part 
of which he attributes to good word of mouth from 
beta testers. 

“The player feedback has been extremely positive, 
and | think, overall, everything's been going very 
smoothly,” he reveals. “Especially since, despite the 
fact that all data was to be wiped after the conclusion 
of beta phase 3, many players around the world 
Still spent many hours playing the beta, resulting in 
maintaining a high login rate at all times. | feel that this 
was more than enough proof that our players were 
thoroughly enjoying the beta test. This makes me 
extremely happy.” 

The beta test for A Realm Reborn hasn’t just been 
about helping to make the game better, however—it’s 
also been a way for Square Enix to show its fans that 
they're trying to craft a game that makes up for the 
mistakes of the original Final Fantasy XIV. 

“The best thing is to have a lot of people actually 
try out the game,” Yoshida explains. “Even if they had 
lost trust in Square Enix, if their close friends, family, 
and the members of the media were to say ‘A Realm 
Reborn is a great game, let’s all play together!’ to these 
players who stopped playing the game, they may be 
encouraged to think, ‘Well, maybe I'll give it a shot.’” 


to go deep into the game's 
more action-oriented combat 
system. And, if the included 


content isn't enough, Neverwinter’s Foundry lets would-be Dungeon | 


Masters design, build, and share their own adventures 


bY PAUL SEMEL 


When you were at Naughty Dog, you 
worked on Uncharted. Name one of 


the two people who quit the proposed 
Uncharted movie. 

Oh, the guy who directed The Fighter, 
David 0. Russell. 

Correct. The other’s Neil Burger, who 
directed The Illusionist. 
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You work at Red Barrels. In Bulletstorm, 
how many red barrels on the rooftop did 
you have to explode to unlock the “Red 
Barrels” Achievement/Trophy: none, 
some, 42, or all? 

/ only played the demo, so | didn’t get to that 
point. Probably “ail.” 

Correct. 
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If your company were instead called 
Red Baron Studios, would it have been 
named for a real person or a figment of 
Snoopy’s imagination? 

It sounds like a guy from a porn movie, 

but I'll go with a character from Snoopy’s 
imagination. 

Sorry. Manfred Albrecht Freiherr von 
Richthofen, otherwise known as the 
Red Baron, was a German World War | 
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Outlast is a scary game. Which scary 
game came out first: Resident Evil, 
Silent Hill, or Alone in the Dark? 

Oh, Alone in the Dark. 

Correct. Alone in the Dark came out 
in 1992. Resident Evil was 1996, and 
Silent Hill was ’99. 


if a a 


Speaking of scary stuff, true or false: 
The hip-hop duo Outkast has a song 
called “You May Die.” 

J only know their song “Hey Ya!” I'll say false. 
Sorry, it’s on their 1996 album, ATLiens. 
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The grinning face of a man 
who would gleefully send 
100,000 Pikmin to die in battle. 


How do developers choose between new IPs and sequels? 


EY ERIC L. FATTERSON 


ne of the bigger challenges to 

creating videogames comes 

from a question that may seem 
so simple at its core: What will the game 
be about? Even before an indie developer 
or ateam at a major publisher decides on 
the graphical style, character archetypes, 
or weapon selection, they have to make 
decisions such as the choice between 
crafting an entirely new property or trying 
to further an existing franchise beyond 
what’s come before. 

That’s a question even legendary game 
creators like Shigeru Miyamoto ask them- 
selves. Given Nintendo’s beloved back 
catalog of characters and titles, it must be 
a simple decision to pick an established 
property instead of trying to break new 
ground. Taking a chance with something 
new can lead to another reliable feather 
in the cap of a developer, however—such 
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as when Miyamoto helped bring to life the 
story of a space traveler and the multicol- 
ored creatures he held dominion over. 

“With the new gameplay mechanic that 
we created back on the GameCube when 
we first created Pikmin, we could’ve done 
that with Mario characters—but then you 
would’ve had 100 Marios running around 
doing all these different things,” Miyamoto 
tells us with a laugh. “We felt that we 
needed a new character to represent that 
gameplay experience, and that’s how the 
Pikmin characters were born.” 

The father of Mario explains that what’s 
most important to him is creating new 
gameplay experiences and mechanics — 
then asking which characters or IP would 
best fit those gameplay ideas. 

“If | feel that it’s best suited to an 
existing IP, we’ll use it with an existing 
IP,” Miyamoto notes. “If we think it’s 


When he’s not busy 
making games, 
Miyamoto admitted 
to us that, lately, 
he’s been playing 
Puzzle & Dragons, 
a mobile game 
popular in Japan 
estimated to be 
generating more 
than $2 million in 
revenue per day. 


best suited to a new IP, then I’m thrilled 

to create a new IP around that. Or, if we 
think that maybe there’s a previous IP that 
we haven’t used in a while that might be 
particularly well suited to a new gameplay 
mechanic—like, for example, Star Fox —we 
could take that and use Star Fox in that 
gameplay mechanic.” 

While it almost seems strange to 
think that the company built upon such 
recognizable faces as Link and Samus 
would emphasize how a game plays over 
the characters the player is controlling, 
Nintendo’s focus on making their games 
fun to play, first and foremost, is what’s 
kept the developer popular and thriving 
over the years. 

“| focus all of my attention less on the 
characters and the IP, and more so on 
creating experiences that are going to 
wow people,” Miyamoto says with a smile. 


REVIEW REWIND 


BY CHARIS HOLZWORTH 


FLOOR SCORE 


[=| m0 0! 


WOLFENSTEIN 3D 


olfenstein is the wizened 
grandpappy of first-person 
shooters. Venerable, 


important, and influential, but 
desperately trying to stay hip in a world 
that’s largely moved on from what 
it once considered relevant. Maybe 
Wolfenstein: The New Order will 
change that by shaking things up with 
its 1960s alternate reality. Who knows? 
Of course, back in 1994, when 
the Super NES port of Wolfenstein 
3D helped bring B.J. Blazkowicz’s 
third Nazi-killing outing to home 
consoles, the series was at the height 
of its relevancy—something the EGM 
Review Crew largely recognized in 
the February 1994 issue, when they 
assigned Wolfenstein 3D on the Super 
NES a 7.0, an 8.0, a 6.0, and a 7.0. 
There’s something to be said about 
the exploration of its maze-like maps 
and mowin’ down S.S. in stripped- 
down, run-and-gun gameplay, but 


As it is, Wolfenstein 3-D is a good 
game that moves fast, and has a 
lot to explore. While there have 
been changes from the version 
that PC veterans know about, the 
cart is stilla very good translation 
considering that. Nintendo must 
have really had fun changing this 
one. Good music and huge mazes 
help keep you coming back for 
more and more. Overall, a very 
good game and worth buying. 
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there isn’t much to Wolfenstein 
beyond those offerings and whatever 
pleasure you might derive from 
racking up a six-digit score. 
Unfortunately, because Wolfenstein 
3D had to pass Nintendo’s strict 
censorship policies, much of the 
game was gutted. Dogs were replaced 
with rats, Hitler is Known only as the 
“State Master,” and Nazi Germany 
was rebranded the “Master State.” 
So much of what defines Wo/fenstein 
is missing in the SNES version, but 
back then? Something was better than 
nothing—especially as far as console- 
based first-person shooters go. 


Talk about showing your age 
more than a little—if you ever 
need a reminder as to just how 
far we’ve come in terms of vid- 
eogame visual fidelity, just take 
a gander at Wo/fenstein 3D. The 
same.applies to. our. standards 
for gameplay —runnin’ and gun- 
nin’ just isn’t enough to hold my 
interest. | guess a part of me still 
found Wolfenstein fun, but mostly 
in a “how quaint” sort of way. 


TIME 
LCAFSULE 


EY JOSH HARMON 


YEARS AGO 
Fall 2003 


In our August 2003 issue, we profiled a 

recently announced piece of hardware 

poised to blur the line between game 
consoles and home-entertainment hubs. In addition to playing 
games, this device had a built-in TV tuner, a DVR, out-of-the- 
box Internet capabilities, and a big, boxy, monochrome form 
factor. No, we didn’t get a decade-early exclusive look at the 
Xbox One. We were profiling the PSX, a modified PS2 viewed as 
Sony’s answer to TiVo. If you’ve never heard of it, that’s probably 
because the console flopped miserably in Japan and never got 
a North American release—but before you go saying history 
will repeat itself, keep in mind that the PSX’s failure was almost 
certainly due to its price tag, the equivalent of around $750. 


me 20 
Ed eae YEARS AGO 


Fall 1993 


are announced 18 months before they 

reach shelves. That was the heads-up we 
at for the Wii U, while the Xbox One and PlayStation 4 gave us 
just six and nine months, respectively. But it hasn’t always been 
that way. In August of ’93, the Big N revealed their next platform, 
Project Reality. That was more than three years before it would 
be released as the N64, and in our October issue, then-EGM 
editor-in-chief Ed Semrad wasn’t buying it. After the company’s 
previous attempts at a 32-bit console had fallen through, he was 
skeptical that Nintendo could deliver the tech they were touting 
at a $250 price point. He turned out to be right—but in the wrong 
direction. When the system finally launched, it only cost $199.99. 
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YEARS AGO 
Fall 1983 


In September of 1983, a landfill in the 

sleepy desert town of Alamogordo, New 

Mexico, was visited by more than a dozen 
18-wheelers, filled to the brim with Atari 2600 game cartridges, 
consoles, and peripherals. For the better part of a week, the 
Cargo was crushed, buried, and filled over with concrete. At 
the time, Atari told the Alamogordo Daily News that they were 
mostly disposing of inoperable cartridges, but the company later 
confirmed to the New York Times that they’d offloaded the entire 
inventory of their El Paso, Texas, plant. Urban legend holds that 
unsold copies of E.7. made up the bulk of the dump, but either 
way, the story has still endured as one of the most memorable 
symbols of the 1983 North American videogame crash. 
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_ @ The Gutenberg 
Bible is from 1454. 
Come 2572, will 
our descendants 
be able to see 
Booker DeWitt in 
action, or will he 
be lost to time? 


FATTERSON FITCH 


GNA 


RAY 
CARSILLO 


ANDREW 


ERIC L. PATTERSON, EXECUTIVE EDITOR: 
This time around, our topic is the 
impermanence of games. Where are our 
games at? Where are they going to be? 
Are games going to disappear off shelves, 
never to exist again? That is the question. 
_ Back in the olden days of gaming, 
you’d go to a store, you’d buy a cartridge, 
and the cartridge would have a game 


on it. You’d bring it home, put it in your 


system, play it, and you just kept that 
cartridge for as long as you want, and you 
knew it would always work. Now there are 
all these questions. | want to start with 
Josh, because you had an interesting 
story about a book. 


_ JOSH HARMON, ASSOCIATE EDITOR: | went to 


a museum where | saw an original first 
edition of the Gutenberg Bible—a book 
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JOSH 
HARMON 


CHALE 
HOLZWORTH 


PERMANENT RECORD 


ROUNDTABLE 


that’s 550 years old. And if it weren’t 
behind museum glass or if | had some 
sort of burglary kit, | could flip through 
the pages and | could still read it. That’s 
a work that | can still fully appreciate five 
centuries after it was created. But | have 
a feeling that in 20 years or so, I’m not 
going to be able to play my Xbox Live 
Arcade games. : 


ERIC: Of course, now we have digital 
books, which could theoretically just 
disappear. Previously, you had the ability 
to have somebody own that book and 
squirrel that book away somewhere, and 
then, 500 years later, it could reappear 
and it could still be there. It was a 
physical thing that you knew would exist 
somewhere. But now, books can be 
pulled from digital services; a book can 
just now suddenly not exist anymore. 


JOSH: When you put DRM on something, 
and when you limit the ways in which it 
can be disseminated, you’re essentially 
making one node, and if it’s deleted, 
then it’s gone. | think I’d almost prefer 

it if, at a certain point, everybody was 
just like: “OK, copyright’s up on these 
games. We’re just going to distribute 
them for free, and everybody can have 
them forever.” 


ERIC: The problem these days is that 
companies are pushing more and more 
for longer copyright periods, like Disney. 


ANDREW FITCH, MANAGING EDITOR: They're 


going to fight for the rights of Mickey 
Mouse forever. 


JOSH: Mickey Mouse has more rights than 
| do. 


ANDREW: He probably has more rights 
than any person on the planet. 


ERIC: What about digital releases? What 
are your thoughts on buying games 
digitally? How far have you gone into that 
so far, and how far do you think you’ll 

be going into that in the coming years? 
Because there are some upsides, but 
there are definitely some downsides. 


CHRIS HOLZWORTH, EDITORIAL INTERN: | 
have absolutely no issue with buying 
games digitally. I’ve been doing it a 

lot more recently. But it’s largely just 

an issue of me separating this classic, 
materialistic mindset that I’ve fostered 
over nearly three decades. Like, the idea 
of having this library that | can look at, a 
physical collection... 


RAY CARSILLO, REVIEWS EDITOR: I’m kind 


‘of like Chris, in that.! grew up always 


holding something in my hand. I’ve gotta 
have that game box in my hand, and I’ve 
gotta put it on a shelf when | finish it— 
like a trophy. It’s a feeling of satisfaction 
seeing that game there, knowing | beat 
it, knowing what | did with it. I’d much 
rather still just go to my collection, pull 
the disc out, and pop it in. 


ERIC: But then your physical copy of 
Halo 5 will actually have been put into a 
different box, because you mistakenly 
put it in a different box, and then you'll 
have to sort through the boxes. 


CHRIS: | think it’s the same as having a 
really big DVD or Blu-ray collection, or 
a really big book collection. It’s really 
about the aesthetic of what this means 
to you or what this represents about 
your personality. 


ERIC: While | was living in Osaka, | 
remember going to all of these great 
Japanese videogame stores in Den Den 
Town. You’d walk in, and there would 
be shelf after shelf after shelf of classic 
games. That is our history. That is our 
hobby, tracing it back through all the 
years. And digital completely kills that 
area of it. There are even cases of when 
the original company had to go toa 
ROM, because that was the only way a 
game still existed. 


ANDREW: | have a former coworker 
whose life’s goal is to find an original 
Street Fighter machine with the 
pressure-sensitive buttons. | saw it 
several times growing up, but | haven’t 
seen it in years and years. It’s not even 
at, say, Classic Gaming Expo. The 


game, as it was originally intended to 
play, is almost impossible to find now. 


RAY: It’s kind of atrocious, to me, that 
companies aren’t trying to preserve these 
games themselves. 


JOSH: There’s that Socks the Cat game 
for Super NES and Genesis that only one 
person has a known prototype for, and 
he refuses to ROM-dump it. So, unless 
someone breaks into his house... 


ERIC: It’s funny how disposable some of 
this stuff is. This is especially a problem in 
Japan, where we hear all the time about 
source code getting lost or how they just 
forgot to save it somewhere. . 


ANDREW: One game in particular where a 
company’s not doing all that they could to 
re-release their game—and, Chris, | know 
you’re passionate about this—is Suikoden 
ll. Konami has re-released it in Japan, 


“For me, releasing games digitally has opened up 
this brand-new market that just would never have 
made sense or would never have been financially 


possible before.” 


digitally. But they won’t in America, for 
some unknown reason. You can either 
pay $700 on eBay, or you can pirate it. 
There’s no good reason why more people 
can’t access the game. 


ERIC: Well, | still have my copy, so if you 
want to pay $700 for it, I’ll sell it to you! 
The problem is, too many of the kinds 

of people you're talking about seem to 
refuse to support digital-only releases. 
The argument is, “Oh, | want the physical 
cartridge, and | want the soundtrack CD, 
and | want the art book.” 
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ANDREW: Well, they’re not getting the art 
book and the soundtrack CD these days 
anymore. Even companies like Atlus have 
stopped producing those in most cases. 


ERIC: But they just demand that. Like, “I 
want a physical version, or | won't buy it.” 
But you wouldn't get this game, period. 
For example, Corpse Party. | love Corpse 
Party for the PSP. We never would’ve 
gotten that game if it had to have a 
physical release, because it just didn’t 
make sense. So, for me, releasing games 
digitally has opened up this brand- 
new market that just would never have 
made sense or would never have been 
financially possible before. 

| really love the fact that | can go and 
buy games that came out 20 years ago. 
| love the fact that | can find Atari 2600 
cartridges. But that world is going to be 
gone, and | might be helping to bring 
an end to it, because I’m thinking about 
trying the digital-only route when | get the 
next consoles. I’m conflicted. 

Which way are you guys leaning for 
the upcoming generation? Are you going 
to be sticking to physical, or might you try 
going digital only like I’m considering? 


CHRIS: ’'m probably going digital. When 
Josh reviewed Ride to Hell, we had to 
hunt down a physical copy. And it was 
a pain to go to a store and be told they 
don’t have any in stock, or go to a store 
and be told they’re not going to carry 
it. Whereas with most digital releases— 
particularly on PSN—I can get that game 
the minute it’s available to download. 
There’s no fuss or muss about it, and 
that’s really appealing to me. 


RAY: Physical all the way. I’m sticking 
with physical. I’m not going to stop now. 
The only things Ill buy digitally is what 

| did this generation: If it’s a digital-only 
release, if it's XBLA- or PSN-exclusive 
stuff. Otherwise, if there’s a disc, I'll hunt 
the disc down and buy the disc. 


JOSH: | think I’m going to go print-only 
this generation. Unless you release your 
game as a book, I’m not going to play it. 
| feel like I’m going to be playing a lot of 
Nintendo: Worlds of Power. &) 
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~" n 1967, the anti-war activist group Another 
ue Mother for Peace declared: “War is not 

“ healthy for children and other living things.” 
But it is, apparently, damn good for.games, especially 
when that war is total—and a series:of real-time 
strategy games from Sega. Though, in talking to 
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Craig Laycock, community manager at The Creative 
Assembly — whose newest game is Total War: Rome 
/i—it turns out that war isn’t healthy for keeping 
secrets, as evidenced by all the sneaky stuff he 
admitted about their new game, the Total War series, 
and the people who make it. «. 


: 
2 


_ explains. “But he’s 


_ evenings after full 


\ War, and Total 
~ War: Shogun 2.” Even cooler, Laycock adds, 


et GRUELTY 
AND THE BEAST 


: you think about ancient Rome, and what 
kind of music the Romans listened to while 
watching gladiators battle it out in the Flavian 
Amphitheater, your first thought probably isn’t 
British black metal. But Laycock admits that 
they're not always historically —or musically —ac- 
curate when hiring at The Creative Assembly. 
“Cradle of Filth guitarist Gian Pyres has worked 
for Creative Assembly twice,” he says. “He 
worked on the original Rome: Total War before 
touring the world smashing up guitars, then re- 
joining for a second stint.” 


REVIVALISM 


While Pyres moonlights from his 
day job to work on the Rome games, another 
member of the development team actually 


Os 


~moonlights from his day job working on the 


Rome games. “Seth Patrick is a programmer 
who works on 
the campaign 
team,” Laycock 


also the author 
of the new novel 
Reviver, which. 
he wrote in the 


days of working 
on our games 
Empire: Total War, 
Napoleon: Total 


“The producers of Man of Stee! have already 
bagged the movie rights to Reviver.” 


mmy SEE THESE EYES SO 
GREEN 


If you’ve ever been on the Internet, you’re 
certainly familiar with the inordinately high 
number of cat lovers—and cat photos, cat 
videos, and other cat crap—on the Web. 
Apparently, Total War: Rome II isn’t feline- 
free, either. “There are a number of animal 
lovers at The Creative Assembly,” Laycock 
reveals. “This, inevitably, has found a way of 
manifesting itself in the series. In Empire: Total 
War, for example, repeatedly clicking a certain 
panel will turn images on the interface into 
pictures of a cat’s face.” 


Cj}. 


TONIGHT, WE DINE ON 
MAN 


Keeping with the animal theme, Laycock adds 
that “several other animals appear in secret 

in other Total War games.” But just as war is 

not healthy for children and other living things, 
it’s also, in Rome: Total War, not healthy for 

dog owners. “In the original Rome: Total War.” 
Laycock says, “it was possible to order your war 
dogs to eat their handlers. We can’t condone it. 
but war is hell.” Yes. Yes. it is. 


SPIDER-MAN 


Typical for a game studio, some 
fanatical folks at The Creative Assembly deco- 
rate their desks with action figures. But one of 
Laycock’s coworkers recently went a little over- 
board. “One of our artists, who shall remain 
nameless, is a huge collector of toys and fig- 
ures,” he explains. “However, his love of figures 
went too far when he attempted to freeze a live 
spider in the communal freezer to add to his 
collection. One studio-wide e-mail and many 
protestations later, and the spider was released 
into the wild, unharmed.” 


DAWN OF 
THE SAMURAI 


As we all know from reading the tabloids and 
gossip sites (and don't try to front—you know 
you love them), 
actors can be 
a weird bunch 
sometimes. 
Case in point: 
When doing 
the voice of a 
general in Total 
War: Shogun 

2 in 2011, 
Japanese actor 
Togo Igawa— 
you may know him from Memoirs of a Geisha, 
The Last Samurai, and, oddly, as Hiro in Thomas 
the Tank Engine —almost lost his voice. “So,” 
Laycock recalls, “he decided to wear a crazy hat 
in order to stay in character.” 


my BAKER'S DELIGHT 
According to Laycock, “There’s a 
tradition at The Creative Assembly: Every birth- 


day, you must buy cake for all of your col- 
leagues.” That was reasonable enough when the 
staff was only 70 people, but now that it’s almost 
300? “It can get rather expensive,” Laycock 
admits. “Some staff have resorted to home 
bakes—though this has apparently resulted in 
their kitchens being rendered permanently unus- 
able for the rest of time.” 


SCRUFFY-LOOKING 
NERF HERDERS 


While the smile on Rachael Ray’s face may 
have you thinking otherwise, cooking a ton 

of cakes doesn’t make everyone happy — 
which may explain why war broke out in The 
Creative Assembly's offices last Christmas. 
“An escalation in Nerf purchases resulted in 

an arms race that almost consumed the entire 
studio. The grisly reminders of that war persist. 
evidenced by scattered foam—and by how 
many employees still keep a ‘piece’ under 
their desks to preserve the delicate balance of 
power that has been established by the warring 
factions,” Laycock recalls. 


JINGLE BELL ROCK 


While war may have engulfed the stu- 
dio last Christmas, Laycock says that, thankfully, it 
didn’t kill anyone's spirit of camaraderie. “For the 
Christmas party, rather than hire a band, the call to 
arms went around the studio to see if anyone want- 
ed to form a group specifically to play at the event. 
Several volunteered and, with limited amounts of 
practice, absolutely rocked the show with a medley 
of videogame music.” 


Ve) CIRCUS CIRCUS 


Oh, and then there’s this little bit of 
info we’re just going to leave here: According 
to Laycock, “One of our graphics programmers 
left to join the circus as a juggler.” Yes, you read 
that right: “One of our graphics programmers 
left to join the circus as a juggler.”.And with 
that, we bid you adieu. 
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Gaming’s most recognizable 
voice talent gives us insight into 
the world of voice acting —and 
how industry changes have 
affected those who give life to our 
favorite characters. 


GENERA TION 


e’s been described by some as the closest 


thing the game industry has to a bona fide 


leading man. But to Nolan North himself— 
recognizable to most gamers as Uncharted action hero 
Nathan Drake—he’s just a guy trying to make a living, 
support his family, and make sure his kids get to school 
on time. He keeps himself grounded and away from the 


so-called “Hollywood Elite” as much as possible, and he 


takes tremendous pride in his work ethic. 


INTERVIEW: RAY CARSILLO ¢ PHOTOGRAPHY: JOE TORENO 
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‘ EGN\ INTERVIEW 


NOLAN NORTH 


orth clearly has a deep respect 

for certain Hollywood icons—he 

mentions Gary Oldman as an 
“absolute pro” for his voice work on the Cail 
of Duty franchise, and he looks up to men 
like Anthony Hopkins and Clint Eastwood 
as the best of the best in his craft. 

But if you’re not up to snuff or just in 
it for the dough, North isn’t shy about 
making his feelings known. “I think a lot of 
actors feel entitled,” he says. “They want 
to be famous more than be really good at 
what they do. | think if you’re good at what 
you do, then fame comes, but it’s never 
been anything that I’ve ever coveted. | just 
feel so blessed to be doing this. | mean, 
I’m playing make-believe.” 

Another factor Nolan believes has led 
to his success— and that comes through 
in his characters —is his positive attitude 
during the recording process. “I’ve always 
taken it as my responsibility, anywhere | 
go— on-camera, voiceover, anything —to 
do my job, do it well, and make sure 
everyone in that booth has a great time 
with me,” North reveals. “We’re making 
games—this isn’t brain surgery. | take that 
as my responsibility to entertain. That’s 
my process. Do good work, and have a 
great time. And you’ll work again, because 
ultimately people will be like, ‘He was a 
good time, and he delivered. Let’s have 
him back.’ That’s my philosophy on the 
whole thing.” 
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EGM: How did you get started on the 
path to acting? 
Nolan North: | was in the New York area, 
dating a girl, and it didn’t work out, and | 
had nowhere to go because | was living in 
her apartment. So, | hit up a buddy from 
college, and he ended up letting me crash 
on a mattress on the floor of his apartment 
near Columbia University. He was in their 
playwriting graduate program, and | dida 
couple of plays that he wrote. 

Every time | did it—and a lot of actors 

talk about this—| got this amazing rush of 
adrenaline and satisfaction out of it. | always 


joke that my first play in New York was on 
Broadway. It was Broadway and 121st St., 
but it was technically still on Broadway. We 
did that for a while, and finally, one night 
we were just sitting there, and my buddy 
looked at me and gave me the best advice 
ever. He told me to just go to California and 
see what happens. 

And | did. | bought a one-way ticket. All | 
brought were some golf clubs and a bag of 
clothes. | didn’t have a Plan B. My brother, 
who |’m very close with, he encouraged 
me the whole time. Inside six months, | got 
my first role on a soap opera. Until then, 

I'd been bartending and waiting tables and 
painting houses. | was doing everything 

| could to make some money. It was just 
such an adventure. As long as | had money 
for rent and beer, | was good. 

| had a s****y rent-a-wreck car, a red Ford 
Festiva with these gray faux fur seats. It was 
a disaster. | remember, | was out here at the 
time when there was this freeway shooter, 
and all | could think was, “God, please don’t 
let me die in this car.” Apologies to the good 
people at Ford Motor Company, but the 
Festiva sucked. 


EGM: So how did you transition from that 
into voiceover work? 
North: This soap opera, Port Charles, 
that | was on had been cancelled. | was 
offered another soap opera, and my wife 
said she’d leave me if | took it because she 
said, “You’re just miserable.” | wanted to 
do something more. No disrespect to soap 
operas and people who do them, but for 
me, it was “been there, done that.” Now | 
wanted to try something different. 

| did motion-capture for a game, and it 
was one of the first ever, NBA 06: The Life, 
by Sony. | played this Jerry Maguire-type 
sports agent, and you take the kid from the 
draft until he gets a shoe deal. Sony said, 
“You know, this is motion-capture.” | didn’t 
even know what that was, and they started 
talking about it, and | said, “Wow, that 
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sounds great. It’s the perfect blend of what 
| do. It’s theatrical and voiceover.” 

I’ve never been able to predict a stock. 
I’ve never been able to pick the winner of 
the Kentucky Derby or anything like that, 
but | got this great feeling off of motion- 
capture work. | didn’t really know about 
gaming, but | thought, “This is the future. 
This is going to be the future of gaming.” 
| just knew it. | wanted to do as much of 
it as | could. And that got me another job. 
And another. 

And then, eventually, | wound up audi- 
tioning for Amy Hennig and Naughty Dog 
with Uncharted. She said, “Well, it’s going 
to be motion-capture. We understand he’s 
done a lot, so we’d like to see him.” 


EGM: You mentioned you’re seeing full 
performance capture a lot more now. 
Are you ever afraid that, if the video- 
game characters never have to age, 
and you can no longer give the physical 
performance a role may demand, you’ll 
lose work down the road? 

North: I’ve done Japanese games where 
I'm dubbing over the performance. With 
Assassin’s Creed, they never asked me to 
do motion-capture. For all the stuff with 
Desmond that | ever had to do with Assas- 
sin’s Creed, | think they got stunt perform- 
ers. | think they brought in the guy who 
played Connor, but | was never even ap- 
proached about doing something like that. 

A lot of times, they’ll have stunt guys 
do performance. Some of Nathan Drake’s 
stuff is a stunt performer. | wanted to do 
the part flying out of the cargo plane in 
Uncharted 3, because they were going to 
use a wire and everything, but they ended 
up using a stunt guy. And when | saw 
the video of what this amazing stunt guy, 
Reuben Langdon, was doing, there’s no 
way | could’ve done it. 

I’m 42, but | Keep myself in pretty good 
shape. When I’m 60, am | going to be able 
to do the same things? Probably not. But 
your voice doesn’t age—as long as you 
take care of it. I’ve probably got another 
20 years before I’m in different categories. 
| Know guys in their 60s that still have the 
same voice. One of my good friends, Frank 
Welker, he’s been the voice of Fred from 
Scooby-Doo forever. Still doing it. Fred’s 
voice hasn’t changed. So, no, | don’t really 
have a fear of that. 


EGM: Is it more exciting for you to go 
back to the characters you’ve already 
established, like Nathan Drake, or take 
on a new character? 


“I'M 42, BUT 

! KEEP MYSELF 
IN PRETTY GOOD 
SHAPE. WHEN 
'M 60, AM I 
GOING TO BE 
ABLE TO DO THE 
SAME THINGS? 
PROBABLY NOT. 
BUT YOUR VOICE 
DOESN’T AGE— 
AS LONG AS YOU 
TAKE CARE OF IT. 
’'VE PROBABLY 
GOT ANOTHER 20 
YEARS BEFORE 
I'M IN DIFFERENT 
CATEGORIES.” 


North: It’s tough to say. | hope we'll go 
back for another Uncharted, but the reward 
there would be getting to see everybody 


again. Amy Hennig and the guys at Naughty 


Dog and | have become friends. I’ve known 
them for seven years. If I’m driving through 
Santa Monica, |’ll give her a call and say, 
“Hey, you guys want to grab lunch?” Of 
course, then somebody will see us together 


and be like, “There must be an Uncharted 4. 


They were having egg sandwiches!” 

| guess it depends on the new charac- 
ter. Usually, the established characters | 
enjoy because of the people | get to see 
and work with again. The new characters, 
| get to meet new people, and | get to 
explore a newer character, especially if 
they want a quirky voice. Plus, | don’t have 
to hear everyone go, “Oh, he’s ruining my 
game! He’s in my game again!” I’m sorry. 
Please don’t hate my children! I’m just try- 


ing to pay for school. Go blame Troy Baker. 


| think I'll let Troy take some of the blame 
now. [Laughs] 


EGM: You’ve done games, live action, 
and animation. Is there any one you pre- 
fer over the other? 

North: | look at it as a whole. There isn’t 
any one | prefer, but | do prefer each 

one for their particular reasons. Straight 
voiceover is great because you don’t have 
to shave. You can have a hat on back- 
wards. It's relaxed, and you’re still being 
creative. The downside of most games 

is you're alone. There’s not another actor 
with you. 

But animation is great, because of the 
same things | just mentioned, but it’s usu- 
ally a room full of people. When | did Young 
Justice, we'd be lined up. You’re having 
your coffee, and you’re joking with every- 
one, and you’re doing your work. So, | like 
the collaboration and the camaraderie that 


you get with a lot of the animated shows. 

And then live action is great because, 
well, the food is fantastic. [Laughs] It 
doesn't matter how successful you get, 
nothing beats a free meal. 

The downside to on-camera stuff is it 
takes all day. With voiceover, | can do four 
or five sessions in a day. When you do a 
voiceover job, you’re literally a day player, 
which means you’re hired and fired in the 
same day. “This is great, thank you for 
being here—and now you're out of work!” 
And you drive 20 minutes to your next ses- 
sion, and you’re at work again. You’re an 
independent contractor. It’s the same type 
of thing as a plumber. “Here’s your pay- 
ment. Thank you very much. Next job.” 

And with on-camera, when you're a 
regular on a show and doing all that kind of 
stuff, there’s a potential to make serious in- 
come. But here’s the thing: If | ever did get 
a hit TV show, I’d still do voiceover forever. 


CAMEOGRAPHY 


NOLAN NORTH 


(CAREER HIGHLIGHTS) 


2007 - PRESENT 
UNCHARTED 
FRANCHISE 


(‘NA THA Ai DRAKE) 
(i¥ ’ ARG 


2008 - PRESENT 
CALL OF DUTY 
FRANCHISE 

(DR. EDWARD 
RICHTOFEN) 


2013 
DEADPOOL 
(DEADPOOL) 


2013 
THE LAST OF US 
(DAVID) 


2007 - 2012 
ASSASSIN’S CREED 
FRANCHISE 
(DESMOND MILES) 


2012 

THE AMAZING 
SPIDER-MAN 
(ALISTAIR SMYTHE) 


2012 

SPEC OPS: THE LINE 
(CAPT. MARTIN 
WALKER) 


2011 

BATMAN: 
ARKHAM CITY 
(THE PENGUIN) 


2010 
SINGULARITY 
(CAPT. JAMES DEVLIN) 


2008 
PRINCE OF PERSIA 
(THE PRINCE) 


2006 

PIRATES OF THE 
CARIBBEAN: THE 
LEGEND OF JACK 
SPARROW 

(DON CARRERA 
DE LA VEGA) 


2005 
NBA 06: 
FEATURING THE LIFE 


VOL. 1 


(AGENT) 


2005 
GOD OF WAR 
(HADES) 
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The best way to put it is, my voiceover 
career is my job. But it’s like anybody who 
has their job—they stop at a convenience 


lottery ticket. The on-camera big job is kind 
of the lottery ticket you pick up. And all of 
a sudden, they say, “Hey, you won.” I’d be 
that guy who said, “Yeah, | won the lottery, 
thank you very much. I’m going to be on 
this show now, but I’m seriously not going 
to quit my job.” ’Cause it’s not a job. Let’s 
face it: It’s getting paid to do what | got 
detention for in school. 


EGM: You've been quoted as saying you 
put a little bit of yourself into your roles. 
North: Yeah, | think you have to. 


EGM: What part of you is the Pen- 

guin, and what part of you is David 
from The Last of Us? 

North: Aw, jeez. Well, | don’t have to 

put myself into everyboay! 

The thing | liked about the Penguin 
is they said they wanted this 
Cockney accent. | can 
do a Cockney 
accent. 
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ABOUT—IS TO PLAY THAT A**HOLE THAT NOBODY LIKE 
AN A**HOLE WHO DOESN'T THINK HE’S AN A**HOLE.” 


store, at a gas station, they grab themselves 
a cup of coffee in the morning and maybe a . 


“ONE OF THE CHALLENGES—AND THIS IS SERIOUSLY 
STUFF THAT I'VE GONE THROUGH IN MY HEAD THINKING 


And we did it, and | remember one of 
the producers saying, “No, no, you don’t 
understand. | want a bad Cockney accent.” 
| said, “What, Dick Van Dyke from Mary 
Poppins bad?” He said, “No, not that bad. 
But Cobblepot’s not from England. He’s 
just kind of doing his thing.” What we really 
worked on was make it sound Cockney, but 
not too authentic. 

| didn’t put any of myself into the Pen- 
guin, though. David, well, I’m a pedophile 
and I’ve eaten one person, but it was a 
hobo, and he had no family, so it didn’t 
count. [Laughs] You had to bring up David, 
didn’t you? 


EGM: | actually had no idea it was you 
until | saw the credits. 

North: Amy Hennig saw a cutscene with 
David in it, and she didn’t know it was me. 
David was one of those great challenges. 

In on-camera work, you’re limited by your 
look. There are certain actors who are the 
leading man, and then there’s the guy who’s 
the guy next door, his best friend, the goofy 
buddy. But with voiceover, what’s great is 
you’re not limited by your height, weight, 
color, nothing. You can be anything. 

People were amazed that | defend Da- 
vid. “How could you? He’s a pedophile!” If 
he were dropped into the middle of down- 
town Los Angeles and he did those things, 
yes, he’s a criminal. He’s a creep. But 

under the circumstances of the world of 
The Last of Us, this is somebody who’s 
out to survive and to keep his clan of 
people alive. They’ve had to resort to 
something unthinkable with cannibal- 
ism. They’re just trying to stay alive. 

And under those circumstances, any 

of us might do that. 


And with Ellie: “But she’s just a young 
girl! How could you do that?” Well, just to 
play hypothetical, all the other women have 
married off or they’ve tried to repopulate. 
Here’s somebody young. Close to child- 
bearing age. Maybe he sees something 
beautiful in her, some hope for the future. [/n 
David's voice] But he did what he was told. 
He did what had to be done. 

[In normal voice] One of the chal- 
lenges—and this is seriously stuff that I've 
gone through in my head thinking about—is 
to play that a“™hole that nobody likes. An 
a™hole who doesn’t think he’s an a**hole. 


EGM: How has voice acting in games 
changed from when you started? 
North: It’s changed tremendously. Origi- 
nally, a lot of directors weren't sure if they'd 
use union actors or non-union actors. 
Nowadays, if you don’t use union actors, 
you’re not going to get the game you want, 
period. And it’s really a testament to the 
gamer. Gamers are much more intelligent, 
much savvier. They’re older, and the games 
are much more sophisticated, because the 
gamer is much more sophisticated now. 
People think it’s a bunch of nerds in their 
basement playing games, but now there are 
35-year-old professionals playing. There are 
hundreds of millions of dollars at stake. With 
Activision, it’s billions. | think voice acting 
has to step up to the challenge, too. The 
writing’s gotten better, and you’re going to 
need better actors to have the words come 
out right. Maybe it’s the money, but it’s just 
raised the stakes so everybody has to step 
up to another level. And if you’re not good 
enough, you’re going to fall by the wayside. 
| haven’t gotten to work with Ken Levine, 
but what he did with BioShock is awesome. 
His storytelling is just brilliant. What Neil 
Druckmann was able to do writing The Last 
of Us—it’s sophisticated storytelling. What 
Amy Hennig did with Uncharted was an en- 
gaging story that’s still rated Teen. My kids 
can't play The Last of Us. They’ll be scared. 
But they can play Uncharted. 


The acting has got to be better, because 
the writing’s better, the directing’s better, 
and the graphics are better. With the Xbox 
One and the PS4, it’ll just look better and 
better, and you can tell the money's gone 
up, because now they’re going after big- 
name actors. Hideo Kojima just got Kiefer 
Sutherland for Metal Gear Solid V, and I’m 
sure he’ll be great. 

The downside to that is, Kiefer’s probably 
going to get paid a small fortune. He prob- 
ably negotiated to get a piece of the action. 
I'd own a country if | got a piece of the 
action of all the games I’ve done. And I’m 
residuals. I’m not a proponent of that at all, 
believe it or not, because the writers, the 
they don't get a piece of the action, so why 
should the actor? Everybody should share 
in it, but that’s just not how it’s done. 

What I find unfair, though, is, “Oh, you 
got a movie star, so he can ask for whatever 
he wants.” But | guarantee you that he’s not 
working for double scale—which is what 
a lot of us do—or scale. He’s not even on 
a level of scale for a game like that. He’s 
Kiefer Sutherland. You can put his name on 
the box. 


And the funny thing is, the money you 
need to pay Kiefer Sutherland will come 
from the marketing department, not produc- 
tion. A lot of people don’t understand that. 
When you put Kiefer Sutherland’s name on 
a game, the publicity budget will be inflated, 
but they’re not sacrificing any of the pro- 
duction budget. I’m still trying to figure out 
a way to get in with the marketing people. 
When | do, I'll let you know, because I'll 
have a big hot-air balloon over Los Angeles 
made of hundred-dollar bills. 


EGM: Speaking of names on boxes, Wil- 
lem Dafoe and Ellen Page are getting 
theirs on Beyond: Two Souls. Would you 
want that for Uncharted? 

North: Sure, but | don’t think it’s gonna sell 
the game. I’d be OK with it, but | don’t think 
there’s a point. 

Well, no, actually—! take that back. | 
wouldn't want my name on the cover, be- 
cause then it should also say Emily Rose, 
who plays Elena. It should say Richard 
McGonagle, who plays Sully. It should say 
Graham McTavish, who's Cutter. It should 
have everybody. 

Look, they put Ellen Page and Willem 
Dafoe on the cover because people will 
see their names, and they might be a big 
fan and they'll want to check it out. But | 
guarantee that what Ellen Page charged 
them, it was contractual. They're going to 
use her name to push the game, so she got 
compensated handsomely. It’s a separate 
negotiation, just to use your likeness. An 
additional payment of some type. 

This may be crazy, but | almost feel 
protective of the gaming industry, because 
| was doing this before the Willem Dafoes 
and Ellen Pages came along. Sometimes, 
people are like, “Yeah, | want to do a game. 
I'm a really big star. There’s a lot of money 
in it. Get me in agame.” They drop in, and 
they do a game. | hope they do it well. 
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NOLAN NORTH 


“| DON'T, FOR A SECOND, SIT THERE AND GO, 
‘WELL, ’M AWESOME, AND MY AWESOMENESS 
HAS GOTTEN ME HERE TO EGM.’ NO! IT’S THE 
GAMERS. THEY LIFTED ME UP THERE, AND 
THEY'VE BEEN INCREDIBLY SUPPORTIVE.” 


EGN\ INTERVIEWY 
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I’ve heard stories of some celebrities — 
one in particular, who | won’t name—that 
came in, just half-assed it. They got their 
money, and they just did their thing, and 
then they were out. There was really no 
joy, and they were on their phone most of 
the time, going, “Yeah, yeah, yeah. I'll be 
right there.” I’ve heard the developers say, 
“Never, ever, would we work with that per- 
son again.” 


EGM: Is it frustrating to see these guys 
encroaching on your territory? 

North: | don’t really think about it in those 
terms. I’m confident in what | do and the 
people that | work with. | don’t think they’re 
encroaching on my territory, because then 
I’d be equally encroaching on theirs every 
time | audition for something on camera. 

If the day ever came where | was losing 
work because they just wanted anyone 
with a name—which could happen—that 
would suck, but | don’t blame anyone for 
making a living. In this business, it’s hard 
enough as an actor, but | don’t begrudge 
anybody if someone’s willing to pay you a 
certain amount. 


They haven’t been able to encroach on 
me yet. | mean, | get paid to play Soldier 
1 or the main character the same. What a 
lot of people don’t realize is, in voiceover, 
you get three voices for the fee. So, if 
you're versatile enough to do three differ- 
ent voices—like, “We need you to play the 
Croatian assassin, Soldier 1, and a shop- 
keeper.” “Yeah, | got those three.” “And 
then we'll give you an additional fee if you 
do a fourth voice.” 

You can get that big star to come in and 
do his thing, but | don’t think they’ve proven 
that any Hollywood actor’s name sells the 
games. Call of Duty hasn’t made all its 
money because of the actors. Gamers and 
the gaming industry have made people like 
Troy Baker, Jennifer Hale, and me. They’re 
the reason I’m here talking with you. | don't, 
for a second, sit there and go, “Well, I’m 
awesome, and my awesomeness has got- 
ten me here to EGM.” No! It’s the gamers. 
They lifted me up there, and they’ve been 
incredibly supportive. 

Of course, there are always going to be a 
few people who are like, “Oh, you’re in too 
many games!” or “I didn’t like your voice in 
that game!” You know what? | didn’t like my 
voice in that game, either. Sorry, but they 
hired me, and that’s what they wanted me 
to do. | do what |’m told. That’s an actor 
taking direction. 


EGM: In Deadpool, at times you had to 
talk to yourself. You had to do the main 
Deadpool voice and the two voices 
inside his head. Did you do them one at 
a time, or were you changing voices as 
you went? 

North: | was looking at the script, and | 
said, “We may have to go back and edit 
and redo some things, but | think it'll sound 
a little more schizophrenic if we literally go 
from one to the next.” Otherwise, it sounds 
almost too clean. So, we went from [As 
Deadpool A] “Deadpool!” to [As Deadpool 
B] “I think it’s great!” to [As Deadpool! C] “| 
think you’re all out of your minds!” 

It also freed me up to ad-lib and make 
up stuff on top of the great script that we 
already had there. | was able to think on the 
fly, and if something hit me out of nowhere, 
| could just run with it, and we’d do that. It 
was exhausting, but we laughed our asses 
off doing that thing. 

At one point, somebody had the idea—| 
think it was Dave Cravens, the creative 
director—where Deadpool calls Nolan 
North to ask him to be in the game. One of 
my favorite lines was where he sits there 
and goes: “F*** you, Nolan!” Deadpool’s 
schizophrenic enough, and then all of a 
sudden, |’m talking to myself, and I’m doing 
a phone call back and forth to me. It was 
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just nuts. There were takes that wound up 
on the cutting-room floor just because we 
broke up laughing so much. 


EGM: So, when you get to the studio, 
what's the process? 

North: With a typical job, I'll get in the 
booth, grab a water and coffee, and off we 
go. Usually, the more strenuous vocal stuff 
is held off until the end—the screaming. De- 
pending on what the game is, there’s game- 
play, then we might do some cutscenes, 
and then shoutouts, which are like, “Get 
down!” “Over here!” That kind of stuff. 

And then you ramble through stuff like 
sound effects. “OK, you’re giving short 
punches.” [Grunts] “And now they’re a little 
bit bigger.” [Grunts louder] “And now it’s 
big roundhouses.” [Grunts even louder] You 
have to do these sound effects. “And now 
you're taking punches!” [Groans] Up to the 
point where, “They’ve thrown acid on your 
face, and you’re on fire!” [Screams] 

Gosh, | just described the process, and 
it sounds incredibly boring, but it’s much 
more fun when you’re actually there. For 
me, it’s best if I’m doing some sillier char- 
acters. | did some work for Valve on Dota 2, 
and they come up with some of the quirki- 
est characters. | think I’ve done 12 to 15 
characters for that game, and it’s fun. 

But for every game like that, there’s a 
game like The Old Republic. | can never get 
too excited or too angry. [/n generic, mono- 
tone British accent] “| don’t Know what 
you’re talking about, but | will look into it.” 
[In normal voice] The levels can never spike, 
because it has to work in a variety of situa- 
tions, so it gets a little monotonous. 


EGM: What would your dream role be? 
North: It would be a dream to play Drake in 
a movie, but now that | think about it, I’ve 
done it. Someone asked me one time, “Why 
would they make a movie of Uncharted? It’s 
already a movie.” If they had to pass Drake 
off to someone else for a film, | think I’d be 
OK. We do our thing, and it’s awesome. As 
long as nobody ever comes in and takes 
my territory of doing these games, |’m fine. 

If | had a dream role, it would be to have 
a major role in the next Star Wars franchise 
with J.J. Abrams. That would be my thing, 
if | could be a Jedi or maybe find some role 
where I’m a Solo descendant. Someone 
even said that | smile like Harrison Ford, 
‘cause | have a one-sided grin. 

That would be the dream. To have the 
experience of doing a trilogy, like my friend 
[Graham McTavish] did with The Hobbit. 
That kind of adventure, that would bé a 
dream come true. 

Or...Smurfs 3. | don’t wanna shoot too 
high! [= 


EGM: ff all the characters you’ve voiced 
fought to the death in a battie royale, 
who’d win, and why? 

North: In a battle royale? | don’t know 
who'd win, but I’d probably root for Sig- 
mund from Ratchet & Clank: A Crack in 
Time. [In Sigmund voice] Because he was 
the cutest of all, sir! [/n normal voice] Or 
Hades, from the first God of War, because 
he was badass. 


EGM: What’s the most adventurous 
thing you’ve ever done? 
North: This interview. [Laughs] 


EGM: What's your most bizarre celebrity 
quirk? The thing no one would expect 
about you. Bed made of money, trail of 
dead hookers...? 
North: ...Oh, like /’m the celebrity?! 
[Laughs] | really don’t see myself like that. 
My wife gets mad at me. She’s like, “You 
kind of are!” 

| may have an unhealthy fetish with 
bicycles, because | tend to spend far too 
much money on my road bikes. | don’t 
have gym memberships; | just get too 
bored. Is that a quirk? 

Oh, that’s terrible! | want something 
different, like “I have three testicles.” That 
would be a good one. 


EGM: If you were given control to make 
a videogame, what kind of game would 
you make, and why? 

North: It would be a first-person shooter 

where everyone is a Kardashian. [Laughs] 
Except the shooter. 


EGM: Kim and Kanye just named their 
daughter North West— 
North: It’s not gonna happen. 


EGM: Don’t even have to finish the 
question! [Laughs] 


North: But even if one of my kids ever 
meets up with her...still not gonna 
happen. "Cause my videogame | was 
telling you about, it would have all the 
Kardashians and everybody who’s ever 
become famous for doing nothing except 
have sex with a rapper. It makes me sick. 
There’s nothing | hate more than people 
who just want to be famous for the sake 
of being famous. 

| gotta get a quirk better than three 
balls. That's not funny anymore. Here’s 
my quirk. My quirk is that | have no filter, 
and | don’t know when to shut up. 

... That’s not a good quirk. OK, we’re 
going to stick with the ball thing until | 
come up with something better. | swear 
I'll come up with a quirk! 


EGM: Is it true that you voiced Callus 
the horse in The Last of Us? 
North: What?! 


EGM: A rumor came out that you were 
the voice of Callus the horse in The 

Last of Us. Wikipedia gave you credit. 
North: No, but an interesting story about 
The Last of Us is that | also mo-capped 


the guy that’s tied to the chair that Joel 
interrogates. But with that character, they 
said you could kind of hear me in some 
of the voice, and they didn’t want anyone 
to know. There's a little tidbit for you. But, 
no, | was not Kayu the horse, or whatever 
the hell his name was. [Laughs] 


EGM: You’ve been the voices of several 
Transformers in both games and car- 
toons. If you could transform into any 
vehicle, what would it be, and why? 
North: Let's go with an Aston Martin DB9. 
You don’t see too many of those. Or we 
could go back to the original, the red Ford 
Festiva with the gray faux fur seats. 


EGM: Figure out that quirk yet? 

North: My quirk is probably what | men- 
tioned before. | have a bike fetish. I'll buy 

a bike, and I'll get it all dialed in and say, 
“That's beautiful. Let's hang that on the 
wail, not actually ride it.” It gets a little 
crazy. | mean, | have the ones | do ride, but 
| bought a couple that | shouldn't have. 


_ EGM: Do you do your voices when no 


one’s around? 

North: Yeah, | will talk to myself, even 
when other people are around, but | don’t 
necessary have to be talking to someone 
else. | start riffing. It's kind of like what 
Robin Williams does onstage where he 
just starts to go off, and he’s just ad-lib- 
bing. Sometimes, I'll be at home, and my 
wife goes, “What the hell are you doing?” 
And I’m like, “Oh, I’m just working on a 
character.” And then she walks away, and 
I’m like, “I’m not working on a character!” 
| talk to myself, and | answer to myself. 
And | scare me sometimes. 
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Our Favorite System Launch Games of All Time 


excitement for it can live or die depending on what titles 
are offered at launch. So, take a trip with us through history, 
as we delve into our 20 favorite launch titles of all time. To 
qualify, the games listed here needed to have been released 
on or before the day the console launched—even one day 
after was too late! 


t won't be long before the PlayStation 4 and Xbox 

One are unleashed upon our shores, leading 

players into the glorious world of next-generation 
gaming. Upon those fateful days—or “day,” should Microsoft 
and Sony have the guts to go up against one another directly 
on the same date—consumers will be snatching up shiny 


Altered Beast 


Developer: Sega Publisher: Sega Platform: Genesis 
For children raised in the late ’80s (at least, among 
those who would eventually own a Sega Genesis), 
there’s no question about A/tered Beasts inclusion 
among the Top 20 launch titles. A game about a 
Roman centurion who turns into monsters? No-brainer. 
OK, so maybe it hasn’t held up, but it was still fun 
enough for many to heed the brawler’s memorable 
call: “Rise from your grave!” 
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new consoles just as fast as they can be stocked. 

Of course, there’s a catch: Those big black boxes of 
technological advancement won’t do much once they’re 
unpacked and set next to your television without being 
fed a game or two. No matter how revolutionary and 
groundbreaking a new gaming platform may be, your 


Donkey Kong 

Developer: Nintendo Publisher: Coleco 

Platform: ColecoVision 

It may seem strange to include a port of a 1981 arcade 
game on this list, but at the time of the ColecoVision’s '82 
release, home versions of Donkey Kong were horrifying 
monstrosities where the iconic gorilla looked more like 
a growling gingerbread man than a raging simian. Nin- 
tendo’s faithful rendition of their barrel-rolling, primate- 
pummeling hit changed all that—and helped fuel what 
many consider the best home console before the NES. 


Panzer Dragoon 

Developer: Team Andromeda ¢ Publisher: Sega 
Platform: Saturn 

While Sega of America’s surprise launch of their 32-bit 
Saturn in the spring of 1995 meant the system had 
few launch titles, one of the games shipped alongside 
the console was Panzer Dragoon. On-rails shooters 
weren’t exactly a new concept, but Panzer brought the 
idea to life in dramatic new ways, with epic battles 
and sweeping landscapes only possible thanks to the 
power of 3D graphics. 


Developer: Nintendo © Publisher: Nintendo 

Platform: Wii 

The fact of the matter is, Nintendo’s Wii wouldn’t have 
been nearly as successful if it weren’t for this addictive 
gateway game. Little more than a proof-of-concept in 
many ways, Wii Sports got people who'd normally never 
play a videogame to pick up a Wiimote and get i in¢ on 

the action—which, for better or for worse, =m 
opened the door for the casual 

gaming market. : laa 
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Developer: Free Radical Design ¢ Publisher: Eidos 
Platform: PS2 

Back in 2000, console first-person shooters were still 
novel enough to get by without too many flashy or 
innovative features, but that didn’t matter. TimeSplitters 
had them anyway. The cartoony visual style, history- 
hopping story, and full campaign co-op support 

were years ahead of their time. Better still, the local 
multiplayer provided hours upon hours of splitscreen 
fun—and, in another forward-thinking 
move, included one of the earliest 
in-game level editors. 
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Pilotwings 

Developer: Nintendo ¢ Publisher: 
Platform: Super 
Shortly before the Su 
1991, Nintendo touted the revolutionary Mode 7 


Nintendo 
Nintendo 
per NES hit stores in August 


4U 


scaling players would soon see on the system 
It didn’t seem like a big deal—until w 
the technology in motion in the soaring skies of 
Pilotwings. For the first time, you could see real depth 
as you beheld the world below from a hang glider, 
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light plane, or even as a skydiver. 


Power Stone 
Developer: Capcom ¢ Publisher: Capcor 
Platform: Dreamc:< 
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Star Wars: 

Rogue Squadron Ii - 
Rogue Leader 

Developer: Factor 5 ¢ Publisher: LucasArts 
Platform: GameCube 

For many years, Star Wars dogfighting games were 
exClusively the purview of PC titles like X-Wing vs. TIE 
Fighter. After the success of Shadows of the Empire's 
flight segments, though, it was clear the formula could 
also work on consoles—and Rogue Squadron Ii was 
the piece de résistance. With enhanced graphics and 
addictive action, it's no wonder that Rogue Leader 
emerged as one of the most popular GameCube titles. 


Castlevania: 

Circle of the Moon 

Developer: Konamie Publisher: Konami 

Platform: Game Boy Advance 

The Game Boy Advance was like having a portable Super 
Nintendo that fit into your pocket, and to have a fully 
realized Castlevania on the handheld was just the bee’s 
knees for fans of the franchise. Circle of the Moon not 
only delivered a vampire-slaying experience comparable 
to its console counterparts, but it also embraced 
Symphony of the Nighfs RPG elements, which defined 
the franchise for years to come. 


Developer: Atari ¢ Publisher: Atari 
Platform: Atari 2600 
Thirty-five-plus years after its release, Combat may 
seem like a quaint relic of a bygone era in gaming. While 
its graphics may not impress today’s gamers—and, to 
be fair, they weren't that impressive back then, either— 
what's amazing is how fun Combats player-versus-player 
gameplay can still be. Not until Wii Sports did 
a pack-in title so perfectly bring people 
together around a new console. 
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The Legend of Zelda: 


Twilight Princess 
Developer: Nintendo ¢ Publisher: Nintendo 
Platform: Wii 

Marking the first time a Legend of Zelda title helped 
launch a Nintendo console—as well as the first time 
a Zelda game received 

a “Teen” rating from 

the ESRB— 

Twilight 

Princess re- 

mains one 

of the most 

critically 

acclaimed 

games in the 

franchise. 

lts darker 

tone 

resonated 

strongly 

with older, 

longtime fans 

of the series, and 

it gave the Wii a 

wicked one- 

two launch 

punch when 

placed alongside 

Wii Sports. 


Resistance: Fall of Man 
Developer: Insomniac Games 

Publisher: Sony Computer Entertainment 

Platform: PS3 

Introducing a new IP at a console launch is never fun, but 
Insomniac Games pulled it off with Resistance. 

And while alt-history takes 

on World War || that bring an 


alien enemy into the fold 
are a dime a dozen 


+% 
when it comes 


to videogames, hae (| 
Insomniac’s . 4 
ridiculously inven- 

tive weapon designs 

combined with solid 
first-person-shooter 

mechanics made 

for one heck of 

a memorable 

console 

debut. 


Developer: Q Entertainment ¢ Publisher: Ubisoft 
Platform: PSP 

OK, so Lumines was a pretty transparent ploy to give the 
PSP an iconic puzzle game for launch that would move 
units like Tetris had for the Game Boy. But, hey, the world 
can never have too many falling blocks, and Lumines’ 
take on the genre was different enough to stand out 
while keeping the addictiveness of its forebears. It didn’t 
hurt that the soundtrack and the dynamic, 7 
gameplay-driven remixes were 
phenomenal, either. 


Developer: Nintendo ¢ Publisher: Nintendo 
Platform: Super Nintendo | 
Nothing got Nintendo fans revved up for a trip around 
the track faster that this game’s rockin’ tunes, and in 


the summer of ’91, no home racer delivered comparable 


speed and precision. In some people’s minds, in fact, 
this futuristic grand prix starring green-skinned alien — 
hitmen, samurai bandits, and superhero 
bounty hunters still stands as one of the 
top racing games of all time. 
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Ridge Racer 

Developer: Namco ¢ Publisher: Namco 

Platform: PlayStation 

For its time, Namco’s PS1 version of Ridge Racer was a 
huge step forward for home gaming. It was one of the 
first successful attempts to bring the new era of high- 
tech arcade hits home, showing the world-—for good 
and bad—that arcades weren't the end-all, be-all of the 
gaming experience. Of course, it also helped that Ridge 
Racer was an excellent racing game. 
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Super Mario 64 
Developer: Nintendo 

Publisher: Nintendo 

Platform: Nintendo 64 

The Nintendo 64 released in North 
America with just two launch 
titles—an absolutely insane strategy 
by modern standards. Thankfully, one of 
those two wound up being the most 
influential game of the generation. 
Super Mario 64 established many 
conventions of modern gaming, 
including how dynamic cameras 
should behave and how characters 
should feel in 3D space. To this day, 
it’s still a blast to play. 


SoulCalibur 


Developer: Namco ¢ Publisher: Namco 

Platform: Dreamcast 

Look, we mean no offense to the original Soul Edge— 
it was a heck of a fighting game, and, man, that CG 


intro was crazy—but SoulCalibur was the moment 
when the franchise became something truly special. 
As a Dreamcast launch title, Sou/Calibur's mix of 
amazing visuals and engrossing gameplay made it a 
perfect pickup—and a stellar way to spend hours with 
your best gaming buds. 


Developer: Bungie ¢ Publisher: Microsoft Game Studios 
Platform: Xbox 

Regardless of how you might feel about Halo, there's 
no denying its importance and popularity. Sure, Bungie 
didn’t reinvent the wheel, but they did effectively bring 
the first-person-shooter multiplayer experience, once 
solely the domain of PC gamers, to living rooms and 
home consoles. Linking up Xboxes to hold Halo LAN 


parties became just as much a part of the «am ) 


college experience as ramen noodles, 
power naps, and Natty Ice. t 


Th 


Developer: Nintendo, Bullet-Proof Software 

Publisher: Nintendo ¢ Platform: Game Boy 

Before our lives became enmeshed with electronic 
devices—celiphones, tablets, et cetera—way back 
when, in the forgotten time of 1989, there was only one 
way to play Tetris on the go: Game Boy. And because 
the granddaddy of all handhelds’ 2-bit color palette 
only spanned four shades of green, its version of 


Tetris was, strangely enough, truer to _— 
Alexey Pajitnov’s original on the 
Soviet DVK-2. < 
te 
ax 8S 
zizao 


Developer: Nintendo © Publisher: Nintendo © Platform: Super Nintendo 


uilding on the foundation seen in Super Mario Bros. 3—and introducing new 
dinosaur pal Yoshi—Super Mario World perfected a formula that Nintendo still 
follows to this day when it comes to crafting side-scrolling platforming gold. 


More than any Mario before, Super Mario World filled gamers with a sense of exploration 
and wonderment, placing them in a realm, Dinosaur Land, that was even more fantastical 
than the Mushroom Kingdom. And for the first time, a Mario title featured stages with multiple 
exits, each changing the world map in their own special way. With several new powers and 


a plethora of new foes—many of which would become Mario staples over the years—it's no 
wonder that Super Mario World is still so revered by gamers everywhere. 
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CONSOLE BATTLE DECLARED IN! WORTH AMERICA 
BY THE EGM cREH Ge 
ar. War never changes PlayStation 3s, Xbox 360s, and Wiis has left 
hose words ring out as part of the re ith a false sense of peace arid Secu 
introduction to Fallout 3—just one of We've forgotten how brother can turn on 
; many videogames that use conflict to prother when their choice in favorite game 
B®  puild its narrative of take gameplay in ems doesn’t match up Mia 
a dramatic direction. War gives US reason tO in the 12 years that their platforms have 
target our friends on the battlefield in multi- competed against one another, 
matches; it’s the catalyst for our Sony have never la new consoles at 
into the hero who saves their planet after an the exact same time—untit now. As you read 
alien race attacks mankind. this, the Pla 4 and Xbox One are about 
There is, however, another kind of war to go head-to-head in the battle for the 
. that suddenly threatens to completely Up- living room. 
“% end our way of life: a good old-fashioned, War may never change, but - 
knock-down, drag-out console wal. An the videogame jandscape 
extended hardware generation with our sure is about to. 
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| s the 19th century reached its 
halfway point, Japan’s legendary 
samurai warriors were no match 
| for the towering American war- 

| ships that famously sailed into 
Tokyo Bay in 1854. As the great powers of the 
world knocked on his door, the young Emperor 
Meiji knew he had two choices: Submit to these 
outsiders’ superior rifles and cannons, or learn 
from them—and ultimately reign over an equal 
empire of his own. By the dawn of the 20th cen- 
tury, Japan had humbled the mighty Russian 
Bear and conquered much of East Asia. 

This scenario, immortalized (though highly 
fictionalized) in The Last Samurai, isn’t absurdly 
far off from where Sony now finds itself. Think of 
Kaz Hirai as the forward-looking Emperor Meiji, 
and Tom Cruise, played here by industry leg- 
end Mark Cerny, as the battle-tested American 
ready to modernize the engine. Cerny —fluent in 
Japanese —created the ahead-of-its-time arcade 
classic Marble Madness when he was only 
18, and he brings ingenuity, credibility, and an 
impeccable development history (including Un- 
charted and Ratchet & Clank) to the very top of 
Sony’s efforts that Microsoft simply can’t match. 

The PS3 launch showed a corporation di- 
sastrously out of touch with the modern world, 
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with the phrases “$599 U.S. dollars,” “It’s prob- 
ably too cheap,” and “second job” echoing 
through potential consumers’ ears. But Sony’s 
undergone a Cultural shift in the seven years 
since, with a focus on listening to the two most 
important forces behind their potential success: 
developers and consumers. 

lt may not have gotten a great deal of fanfare, 
but no policy change better illustrates Sony’s 
complete transformation than axing the byzan- 
tine “concept approval” process in March. The 
bane of developers, this hardline stance was 
ostensibly about quality control, but in practice, 
it was all about playing politics. 

During the PS2 years, Sony wielded this 
power with recklessness and arrogance, and it 
finally came around to bite them with the PSS. It 
was Sony, after all, who more or less banished 
2D gaming to the ghetto— and now they’re 
embracing it by courting some of the industry’s 
brightest indie minds. 

So think of former Sony head Ken Kutaragi 
as the kindly old samurai who’s been forced into 
the retirement home. He may have had a few 
victories in a bygone era, but a modern, global 
age is now upon the industry—and Sony’s 
equivalent of the Meiji Restoration is ready to 
kick ass and take names. 
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9 SECRET 
WEAPONS 


@ The new Kinect sensor 

@ Extensive cloud support 

®@ Xbox Live dedicated servers 
@ SmartGlass 


@ Multimedia functionality 


ourney back with us through the 


mists of time to a forgotten era 
known as November 2005. Re- 
member, if you can, the excite- 
ment you felt as you ran through 
the door, a newly purchased Xbox 360 cradled 
lovingly in your arms. Remember how you freed it 
from its green-and-white box and unwrapped 
every plastic bag. Remember the way you hastily 
hooked the cables up to your TV, pushed the 
power button, and were promptly greeted by one 
of the worst interfaces in the history of mankind. 

Ah, the Blades UI. Clunky to use, ugly to 
look at, and completely unacceptable by any 
and all modern standards. On day one, the list 
of omissions was astonishing. The dashboard 
couldn't tell you what game was in the disc 
drive. The “Achievement unlocked” popup didn’t 
tell you anything about the Achievements you 
earned. There were no apps, no parties, no 
Streaming videos. We were lucky the Xbox 360 
even played games. 

It was truly awful—and it’s exactly why the 
Xbox One will win this generation. Why, you ask? 
Because it doesn’t exist anymore. 

We've entered an age where videogame 
consoles are defined, to an undeniable degree, 
by their operating systems —and that’s what 
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Microsoft does best. They’re a software 
company. They iterate, they improve, they learn. 
They update. The Blades are long gone now, 
replaced by a sleek, eminently usable interface 
that’s head and shoulders above the 5 trillion 
nested menus of the PS3’s XMB (which, not for 
nothing, has hardly changed at all since launch). 
Bear in mind that the original Xbox’s defining 
feature, Live, didn’t exist until a full year after the 
system was released. 

So it will be with the Xbox One. What you get 
on day one will be a starting point, not a destina- 
tion. As the gaming ecosystem evolves, the Xbox 
One will change right along with it, adding new 
features and functions that keep it on the cutting 
edge. In fact, with support for cloud processing, 
there's a very real possibility Microsoft can even- 
tually take that same approach of incremental im- 
provements with the console’s raw horsepower. 

Even if you set aside exclusives like Halo and 
Gears of War, even if you ignore nifty features 
like being able to browse the Web and watch 
TV while you play a game, Microsoft still has the 
clear advantage. They have a proven track record 
of strategically improving their consoles over their 
lifespan—and the established infrastructure to 
make it happen in the long term. 

After all, this isn’t just a battle—it’s a war. 


...And Why Its Rival Will Lose 


as no one else realized that nearly 

every PR victory the PS4 has won so 

far boils down to the fact that it’s not 
the Xbox One? Yes, Microsoft made a serious 
misstep by trying to push a DRM-backed, digital- 
heavy scheme before the public was ready. But 
if you look at the two consoles as they are now, 
after all the backpedaling, there’s simply no 
good argument that the PS4 outclasses the Xbox 
One, except for a minor hardware advantage that 
will likely only manifest in a handful of first- 
party games. 

The few areas Sony's actually innovated, like 

game DVR and cloud streaming, are available 
on both consoles. Meanwhile, the PS4 has 
nothing that matches the Xbox’s asynchronous 
matchmaking and Snap. In theory, people like 
the PS4 because it’s comfortable and doesn’t 
upset the apple cart. In practice, they’ll be 
disappointed when they eventually realize their 
gaming experience hasn't moved forward in any 
meaningful way. Hey, at least they'll still have 
that touchpad, right? 
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CONER STORY 


SURVEYING THE LANDSCAPE 


As the armies of Sony and Microsoft inch closer to the front lines, each is sending their best 
and brightest warriors to meet the opposition in hopes of securing a decisive victory. Some 
battalions will be there right on the front this November, leading the charge in hopes of giving 
their side an early lead. Others, meanwhile, will hit the battlefield shortly after launch as 
reinforcements. And then, there are those two heavy weapons no doubt waiting in the wings. 
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QUANTUM BREAK 


In a way, Quantum Break is the Xbox 
One standard-bearer, blurring the lines 
that separate videogames and televi- 
es ; sion just as Microsoft hopes to with 
PS4 guru Mark Cerny leads his elite | their next home console. 

forces at Sony’s Japan Studio right 

_ into the heart of the launch-day con- 
- flict—with a little help from Knack’s 

titular transforming robo-hero. 


FORZA MOTORSPORT 5 


Racing to the front lines to aid in the 
Xbox One’s launch, Forza Motorsport 5 
brings with it features previously im- 
possible on current systems, such as 
‘the cloud-powered Drivatars. 


We don’t know where he’ll be going or 
what threat he’ll be up against, but the 
Chief showed his helmeted face long 
enough to help rally the forces of the 
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", RYSE: SON OF ROME TITANFALL | wages fe 


mee 


Ryse’s armor-clad Roman army is 
marching steadfast to meet the on- 
~ coming forces of the PS4, hoping they 
“ean help secure Microsoft a stunning 
”. “victory on launch day. 


Titanfall’s combination of fast-paced 
FPS action and giant pilotable robots 
could prove to be the next big break- = 
out soldier in Microsoft’s bid for home- 
console supremacy. 
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| THIS PRINCESS DOESN’T NEED RESCUING 


ith everyone frothing at the mouth 

at the staggering potential of the 

a PS4 and Xbox One, you'd think a 

s humble Japanese playing-card company 
founded in the 1880s wouldn’t stand a 

__ chance come November. But don’t count 


. excellent, innovative fare like Pikmin 3, 
_ Rayman Legends, and The Wonderful 101 
~ all releasing over a recent two-month span, 


may not be as behind the times as you might 
think —just look at the amazingly detailed 
visuals seen in Pikmin 3. With Nintendo’s 
Stable of dependable franchises on the way 
come 2014, Kyoto’s Komeback Kids aren’t 
out of the game by any means. And while 
Sony may tout Remote Play and Microsoft 
may hint at the potential of SmartGlass, only 
Nintendo has proven that they can deliver a 
new- way to game with the Wii U’s brilliant— 


* the Wii U’s proving it’s more than capable of 
delivering the equal of any experience found 
* . on Microsoft and Sony platforms. 
- Plus, while the Wii felt instantly outdated 
<_ in 2006 due to its lack of high-def visuals, the 
- Wii U’s modern HD Capabilities mean that it 
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The battle’s only just begun, but one thing is certain: At this early stage in the war, the EGM Crew favors Sony as the victor. Consistent focus, an accessible price point, and the company’s = = 
ability-to win over developers big and small makes them seem like an unstoppable juggernaut. Still, despite all their setbacks, it would be foolish to dismiss Microsoft so quickly. Sure, ~ 
these early engagements against their archrival have them scrambling uphill initially, but Microsoft has proven before they can turn things around—and may just find a way to do so again. = = 
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{eg up with me due to 
for Japanese games, 
but I'm ecstatic at all 
a Foes Reker 


and thus far highly underutilized —Off-TV 
Play option. Our suggestion? A 3DS-style 
price drop, and requiring all future titles 

to include Off-TV Play from now on. Why 
handicap yourself by not including your top 
selling point in every game? 


Despite the terrible job 
Microsoft has done 
promoting the Xbox 
One, I'm still a little 
more excited about it 
than | am the PS4—but 
it's not for the games, 
which | think will be 
about equal. As a media 
junkie, I'm looking 
forward to the system's 
connectivity with my 
Satellite box and the 
ability to multitask while 
staying connected to 
the system. 
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| don’t mean to 

be evasive or not 
commit to anything, 
but honestly? I'd 

rather play the role 

of Switzerland in this 
so-called war. In reality, 
I'll wind up with both 
goddamn consoles, and 
| see value in each. | 
guess, gun to head, I'd 
go with the Xbox One, 
because let's be honest 
here, guys: Nothing 
Sony's shown is nearly 
as cool as Titanfall. 
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Califomia Screamin’ 


BY JOSH HARMON 


ver the past few years, zombies 
have infected mainstream popular 
Culture like never before. They’ve 
appeared in countless big-budget 
videogames, including a beloved mode in 
perennial megahit Call of Duty. They're pulling 
in so much money at the box office that Brad 
Pitt agreed to costar alongside their sham- 
bling hordes in one of this summer’s biggest 
blockbusters. They’ve even got their own hit 
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TV show, courtesy of AMC’s The Walking 
Dead. At this rate, it’s only a matter of time 
until necrotic flesh makes People’s list of hot 
fashion dos. (“Don’t just show some skin, 
ladies. Show what's underneath it!”) It’s hip 
to be dead. 

That newfound ubiquity means the upcom- 
ing Xbox One exclusive Dead Rising 3 faces 
tougher competition and higher expectations 
than its two predecessors ever did. As if that 


ny 


- hbbnt® ae 


™ PUBLISHER MICROSOFT STUDIOS 
™ DEVELOPER CAPCOM VANCOUVER 
RELEASE DATE 11.2013 (XBOX ONE LAUNCH TITLE) 


weren't enough, it also shoulders the unenvi- 
able burden of being the first zombie-centric 
game to appear on a next-generation platform. 

For the developers at Capcom Vancouver, 
that pressure is palpable. “It’s fear and excite- 
ment all mixed into one,” says executive pro- 
ducer Josh Bridge. “It’s like, ‘Wow, this is so 
scary,’ but we’re scratching at stuff that we’ve 
never seen before as developers. It’s really 
exciting to be in this position.” 
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While vehicles can 


help you speed 
across the Los 
Perdidos sprawl, 
they’re also a 
handy way to mow 
down huge groups 
of zombies. 
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Those high stakes meant the team was 
forced to rethink the most fundamental 
tenets of the series, searching for a 
new direction that would simultaneous- 
ly add depth and increase accessibility. 
One of the earliest decisions was to 
do away with the oppressive time limit 
of the earlier games, instead offering 
it as an optional mode for more daring 
players. This change had a cascad- 
ing effect on every other aspect of the 
design, right down to the franchise’s 
wacky atmosphere. | 

“When | worked on Dead Rising 2, 
we always Called it a ‘comedy horror’ . 
game,” Bridge recounts. “In Dead Ris- 
ing 3, zombies are the enemy and time 
isn’t. So, it felt like we should change 
the emphasis to horror first and comedy 
second. That’s where we went.” 


As aresult of this tonal shift, Dead 
Rising 3’s graphics won't be as car- 
toony, and the zombies themselves will 
present a more immediate threat, with 
smarter Al and new enemy variants 
that require different, more specialized 
tactics: Imagine an undead football 
player who can plow through a crowd 
and tackle you to the ground, or an 
ex-fireman whose gear renders him 
resistant to fire-based attacks. 

What this doesn’t mean, though, is 
that Dead Rising 3 will be abandoning 
its ridiculous roots altogether. As you 
explore the massive open-world city 
of Los Perdidos, California, there’s still: 
plenty of over-the-top antics and hu- 
morous weaponry, but it’ll be up to you 
to seek them out. 

“| don’t find a lot of stuff funny in 
games unless | doit myself,” Bridge — 


confides. “We wanted to make sure that 
the comedy was a player option, more 
personal in what you chose to do and 
what you found funny in it.” 

If anything, he says, the more seri- 
ous tone makes silly moments all the 
more outrageous. “There’s more of a 
juxtaposition now. If you choose to start 
goofballing it up—and there are plenty 
of options there—it actually looks like a 
photobomb, which is even funnier to you 
because you did that.” | 


As in the previous Dead Rising games, 
one of the biggest sources of that 
player-instigated comedy will be the 
sheer volume of improvised weaponry 
at your disposal. Because Los Perdidos 
represents an entire metropolitan area— 
not just a single shopping mall or a 
closed-off resort town—the team was 
able to let their imaginations run wild 
when it came to expanding upon that 
unlikely arsenal. 

“Not only has the number increased, 
but there’s also definitely more variety,” 
Bridge explains. “The world needs 
grounded reality, so we pretty much put 
everything in that would fit in all the areas 
that we have to explore.” 

While taking on a mob of zombies with 
a squirt gun or soccer ball is amusing 
enough on its own, madness really sets 


$s 


in when you start combining objects 
into absurd combo weapons. Since new 
protagonist Nick Ramos worked as a 
mechanic before the outbreak, Capcom 
Vancouver decided the crafting system 
introduced in the second game should 
offer even more freedom this time around. 
For starters, Nick will be able to build 
combo weapons anywhere in the world, 
not just at predetermined benches—a 

_change Bridge believes will encourage 
more experimentation. 

“It’s just a lot more fluid,” he notes. 
“People are making combo weapons 
almost all the time now, which is great. 
It doesn’t feel like you’re swimming 
upstream to try to get back to that 
bench and craft that one weapon before 
it breaks.” 

Another change? Nick will be able 
to perform these on-the-fly mashups 
with any vehicles he finds in the world. 
“You can just weld them together into a 
Frankenvehicle, essentially,” says Bridge. 
“We have what you’d expect, like a 
reinforced vehicle with some guns on it, 
as well as really over-the-top ones, like 
a steamroller and a motorcycle chopped 
together to create what we call a ‘Roller 
Hawg.’ You can mow down enemies while 
spewing fire everywhere, which is kind of 
cool.” That’s a bit of an understatement. 


CALL ME, MAYBE 


Another Dead Rising staple that’s been 
overhauled is rescuing the other humans 
you encounter in the world. “In Dead 
Rising 1 and 2, there was a subset of 
folks—myself being one of them—who 
wanted to keep the survivors with them 
as their posse. We actually built that into 
the game’s design this time around. After 
completing side missions, they'll join you 
as permanent buddies.” Being able to 
travel with a group of allies introduces new 
gameplay mechanics that Bridge describes 
as a “mini-RTS.” 

“You can give them commands,” he 
says. “You can tell them to go pick up 
items or defend a location. You can have 
this little army with you and go into boss 
battles with them if you want.” 

At the same time, this also brings a 
new level of danger and consequence to 
every encounter, since companions that 
succumb to the zombies will be dead— 
or undead, to be precise—forever. “It’s 
heartbreaking,” Bridge admits. “We put a 
lot of character into them. You really have 
to think about whether you want to take 
that risk.” 

Of course, not every human you'll 
encounter on the streets of Los 
Perdidos will be friendly. In keeping 
with franchise tradition, Dead Rising 3 
will feature a selection of 
psychopaths, uninfected 


lunatics scattered throughout the world 
who pose a serious threat. 

“We look at psychos as the way to go 
into the darkest corners of what the human 
psyche would be dealing with during an 
outbreak,” says Bridge. 

He isn't ready to go into full detail about 
what we can expect from the psychopaths 
in Dead Rising 3, but Bridge does offer an 
intriguing tidbit. “The theme is, they're all 
built around the Seven Deadly Sins,” he 
teases. “That's tied into gameplay, as well— 
not just the theme of the character.” 

| try to pry more info out of him, but his 
lips are sealed. 

“All | can say is, it took a while to get 
Sloth figured out,” he laughs. 


Dead Rising 3’s 
more serious tone 
doesn’t mean you 
won't be able to 
dress Nick up 

in a variety of 
silly outfits, from 
classy tuxedos to 
skimpy thongs. 


hile the SmartGlass __ thinks they've discovered West in the first Dead Ris- _—_for your digital one. Bridge —_ Bridge is convinced that 
l_@ feature isn’t new the perfect implementa- ing—players willbe able to —_ won't go into too much once players try it out, 

to the Xbox One, tion—and it’s a surprisingly receive it on their real-world detail, but he teases that they’ll be hooked. 
Microsoft has made a con- obvious one. smartphones like an actual —_ you'll also be able to use it “We're all hardcore 
certed push toward making “We had this really sim- —_ phone call, provided they to “find out more informa- gamers,” he says of the 
second-screen interactions _ ple idea,” Bridge explains. | have SmartGlass enabled. __ tion about the world” and team. “We're only inter- 
an integral part of their next- “What if your cellphone While that simple prem- —_ access exclusive missions. _ ested in trying to take a 
gen offerings. Like Kinect is a cellphone?” In other ise provides the jumping- Restricting portions crack at these things if we 
before it, the technology has —_ words, when Nick receives _ off point, chatting with in- of the game's content to can find a way that actu- 
already garnered criticism a Call from one of his fellow game characters won’tbe _an optional feature might ally makes the experience 
as an unnecessary gimmick, —survivors—a la Otis’ fre- the only way you can use not go over too well with meaningfully better—not as 
but the Dead Rising 3team quent messages to Frank your real phone as a proxy __ series traditionalists, but a tack-on.” 
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PUBLISHER SONY COMPUTER ENTERTAINMENT — 
DEVELOPER SUCKER PUNCH 


RELEASE D DATE 02, 201 4 


INFAMOUS: 


Second Sons of Anarchy 


BY ERIC L. PATTERSON 


hange. As a species, we often fear and detest 
change. It threatens to take us from the comfort of 


the known and thrust us into the cold, harsh realm of 


the unknown. 
Sucker Punch has promised a lot of change for their first 
PlayStation 4 title, inFAMOUS: Second Son—and emotions 
are mixed on whether course adjustments are what’s wanted — 
or needed for Sony’s action series about superpower-wielding | 
everymen. Beloved protagonist Cole MacGrath has been r« 
by a cocksure upstart, fictional cities have given way fora 
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SECOND SON 


videogame interpretation of real-world Seattle, and our concept of 

what constitutes a superpower is now being directly challenged. 
The men and women of the Emerald City who make up Sucker 

Punch believe i in the change they’ re bringing to Second Son—and 

the idea that you shouldn’t be afraid of taking risks. 

just decide that, if you’re going to make mistakes, 

stakes ir in the ne direction,” producer and 
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Boy, they really 
take it personally 
in Seattle when a 

barista messes up 
a Starbucks order! 
Thankfully, Delsin 
Rowe has plenty 

of superpowers at 
his disposal to right 
these miscarriages 
of java justice. 
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Making changes to the inFAMOUS fran- 
chise might make players a bit nervous, 
given the importance it holds to both 
Sucker Punch and Sony—especially 
when that change is directed at a new 
chapter of the series intended to help 
lead the charge of the PS4. Gamers 
around the globe need to be convinced 
that they can’t live without Sony’s shiny 
new hardware, so why not go with 
something safe that would be a guaran- 
teed success? 

“We have the opportunity now to push 
the gameplay further than we would’ve 
been able to on the PlayStation 3, so we 
couldn’t have left the gameplay the same 
and moved to a new platform,” Second 
Son lead designer Jaime Griesemer 
explains. “Speaking specifically to being 
on new hardware, it’s an opportunity to 
reach a new audience, so we wanted to 
make sure that Second Son was a good 
entry point to the franchise.” 


Everyone at Sucker Punch emphasizes 


that sentiment of trying to craft a “clean 
break” for the series so that new fans 
can come along for the ride. Of course, 
that isn’t to say that longtime inFAMOUS 
players aren’t going to find a lot to love 
here. Griesemer references revisions and 
refinements to gameplay both big and 
small, such as the push to blend world 
traversal and attacks together in a more 
seamless, natural way. 


There’s another reason for all of the 
newness that players will find in Second 
Son: the team’s desire to keep the series 
feeling fresh and fun. 

“I think we were in a spot where we 
wanted to make sure if we did a third 
game, we had a great reason to do it,” 
Fleming says. “I didn’t want to make a 
game—and | don’t think the people here 
wanted to make a game—just to crank 
out a third inFAMOUS. We wanted to have 
a good reason. So, when you’re looking 
at a new character on a new console, 
and you get to go do a new origin story— 
which is one of the best things you can 
ever do in this genre—that’s a good rea- 
son to go do a title.” 


The biggest, most central change in- 
stantly apparent in Second Son is its 

new hero, 24-year-old graffiti artist Delsin 
Rowe. It’s hard not to think back to the 
development of inFAMOUS 2, where fans 
of the first game had very mixed reactions 
to the redesign of then—leading man Cole. 
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If players were that outraged by a revised 


character design, wouldn’t it be crazy to 


completely replace him? 

Turns out, it’s the players that made 
that decision. 

_ “The real insight came when we started 
looking up player Trophies,” explains Sec- 
ond Son game director Nate Fox. “At the 
end of inFAMOUS 2, we asked players if 
they wanted to kill Cole or keep him alive, 
and we found the majority of players de- 
cided to sacrifice him heroically. That told 
us, as the makers of the game, that it’s all 
about choice and consequence, and we 
wanted to honor that—so we decided to 
make a whole new hero.” 

The team knew they had certain needs 
and desired directions for that new main 
character, and ideas started to formulate. 
Whereas Cole had always felt the burden 
of his powers and the responsibility that 
came with them, Delsin would instead 
bring a very different mentality. He’s excit- 
ed by what they can do, the opportunities 
they give him, and he holds a more youth- 
ful, carefree attitude about everything. 
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— PRODUCER AND SUCKER PUNCH 
CO-FOUNDER BRIAN FLEMING 


“What if Johnny Knoxville got superhu- 
man abilities? What would that guy be 
like?” Fleming asks with a laugh. 

He then points out an aspect of Del- 
sin’s development that might not instant- 
ly be obvious. While crafting a whole 
new character definitely brings a list of 
challenges, the fact that Sucker Punch 
could work that new protagonist into 
an already established series certainly 
helped the process. 

“When we were designing Cole, we 
didn’t even understand the universe,” he 
explains. “If you’re trying to develop all of 
that simultaneously, it can be tough. This 
time, we understood the universe.” 


Understanding the inFAMOUS universe 
also means understanding superpowers 
and how they work, and one surprising 
reveal for Second Son was the move away 
from the more stereotypical mutations to- 
ward less-familiar options, such as Delsin’s 
smoke abilities. That won't be all that our 
new hero can control, however, as Delsin’s 
true gift is being able to absorb powers 
from other superhuman Conduits. 
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And if you thought smoke was 
an unexpected superpower to have, 
Delsin’s next skill is even more out 
there: the ability to control neon 
light, taken from a female Conduit 
named Fetch Walker. | mention to 
Fox that Delsin’s superpowers feel 
very modern and unique in their 
design—he agrees—and ask why 
Second Son is going this route 
versus the more traditional offerings 
such as fire, ice, or electricity. 

“One thing we're always bringing 
in inFAMOUS is having the powers 
be part of the urban landscape. 
We're making a game that takes 
place right now, not 300 years ago. 
And what are the things you see 
around you when you walk outside 
your door? What are the elements 
that make up the urban world?” 

“Part of our job in making this 
game is not to do things that every- 
one has seen before,” Fleming adds 
when | ask him the same question. 
“Everyone has shot every possible 
gun that you could possibly invent, 
and everyone has driven every car 
that you could invent. Our job is 
to find new things, to challenge 
ourselves creatively and narratively 
to come up with new powers, new 
stories. It’s the foundation of this 
game—the powers the hero has. 
It’s the most important area for us 
to be creative.” ‘x: 
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NOT JUST A 
PRETTY NEXT-GEN FACE 


t’s clear that one advantage the PlayStation 4 will 

bring to next-generation games is far more power 

when it comes to crafting gorgeous, detailed visuals. 
Beyond that point, however, | wondered about some of the 
smaller, less-obvious benefits inFAMOUS: Second Son would 
be getting from Sony's new console. 

When | asked game director Nate Fox, his response came 
quickly—and with an almost-childlike glee. 

“ll be honest with you,” he begins. “In God of War Ill, at 
one point, the game asks you to push your thumbs through 
another guy’s eyeball sockets, and it does so by having you 
mimic the exact move by pressing down on the two analog 
sticks. It’s spooky, man. It’s spooky, because you feel like 
you're doing the thing that’s in the game screen, but you, in 
your body, you feel it. It’s so analog. For us, with the touch- 
pad, it’s an opportunity to have the player doing the exact 
same thing—for occasional, very specific hits—that Delsin is 
doing with his arms.” 

Meanwhile, lead designer Jaime Griesemer had a more 
technical answer—yet one that will no doubt be music to the 
ears of those who took issue with two particular buttons on 
the PlayStation 3’s controller. 

“A great example is the L2 and R2 buttons. We couldn’t 
even use the DualShock 3’s triggers for the main attack in 
the first two inFAMOUS games, because it just wasn’t com- 
fortable to use them repeatedly under pressure. But the new 
triggers are fantastic, so that’s where our main combat pow- 
ers are going.” 


ELECTRONIC GAMING MONTHLY 261.0 


ANTICIPATED TITLES 
er, 


XBOX ONE PS4 


@ PUBLISHER ACTIVISION 
m@ DEVELOPER BUNGIE 
m RELEASE DATE TBA.2014 


DESTINY 


Bungie's boundless horizons 


t’s not that | don’t like first-person shooters—| do, sometimes, if it’s 

the right game and it does something different or exciting. Going 

into E3 2013, my interest was piqued by Bungie’s first big post-Ha/o 

project, Destiny, but | wasn’t expecting to walk away with a huge 
amount of excitement for it. Well, | did. lve always been fascinated by the idea 
of open-world FPS projects, and Destiny looks to mix that concept with some 
extremely impressive visuals and a gameplay setup that promises a world that 
feels dynamic and rich. Having do-or-die battles break out at a moment’s notice 
excites me, as does the team’s goal of balancing those elements with real depth 
in the quieter, more exploratory moments. “There’s a variety, and | think some of 
the activities are designed to be high intensity, and some are designed to be low 
intensity,” Destiny engineering lead Chris Butcher told me during the show. “It 
really depends on what you feel like.” 
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= PUBLISHER NINTENDO 


© DEVELOPER PLAT! NUMGAMES : 


s = RELEASE DATE TBA.2014 


On some topics, there are clear battle lines drawn here i in 
the EGM offices. For one of those topics, Bayonetta, there are 
two sides among the staff: those who love and appreciate 
the original game, and those who are simply wrong. On 

this one, I’m on the right side of history. | adored Platinum's 
hardcore stylish-action project for its intense combat system, 
ridiculously polished controls, and diva-rific heroine, so it’s 
no surprise I’m also hyped for its sequel, Bayonetta 2. Some 
were shocked when the game was finally revealed as a Wii 

U release, but it's a fantastic grab for Nintendo in trying to 
show their commitment to all types of gamers. For those 
interested, optional touch-based controls will be offered up, 
or you Can stream the game directly to the GamePad for 
proper Off-TV Play. While there’s still a lot about Bayo’s next 
adventure that's under wraps, one earth-shaking revelation 
has been made: Our favorite witch has cropped her 
trademark flowing locks into a short bob. Now, the question 
won't be “yes” or “no” to Bayonetta—it'll be “long hair” or 
“short hair” that truly shows the kind of person we are. 


® PUBLISHER MICROSOFT STUDIOS 
= DEVELOPER ACCESS GAMES 


m RELEASE DATE TBA 


There are very few things that can get me honestly excited 
for a game that features motion controls—but Deadly 
Premonition creator Hidetaka “SWERY” Suehiro might be 

one of the exceptions. At E3, he unveiled D4, a new episodic 
murder mystery that looks just as lovably bizarre as his last 
game. This time, our protagonist is David Young, a private 
detective who's trying to use his ability to travel through time 
to prevent the death of his wife. SWERY showed off some 
crazy events unfolding aboard an airplane in-flight, where we 
got to see how the Kinect sensor would be used to attack, 
defend, and perform a number of other maneuvers. For 
those—like me—who aren't hip to arm flailing, you'll also be 
able to play D4 with a standard controller. However, SWERY 
gave a Convincing argument for not picking up that new 
Xbox One pad: He wants those experiencing D4 to be able 

to sit back on their couch and eat popcorn while playing (all 
without having to get their controller messy). 
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WU 3DS 


m@ PUBLISHER NINTENDO 
@ DEVELOPER SORA, NAMCO BANDAI 
m RELEASE DATE TBA.2014 


SUPER SMASH BROS. 


Don’t look directly into the Villager's eyes! 


ver since Nintendo president and CEO Satoru Iwata 
revealed at E3 2011 that a new Smash Bros. was on the 
way, two major questions have been on everyone’s lips: 
When can we get it, and who’s being added to the 
roster? While that first answer remains frustratingly vague with a 
simple “2014,” the latter’s starting to come together. At this year’s 
E3, we saw three new characters ready to unleash their own odd 
brand of havoc in the Smash Bros. realm. While | honestly couldn't 
care less about the stupid Villager from Animal Crossing or the 
female Wii Fit trainer (yawn!), the long-awaited arrival of Mega Man 


had me jumping for joy—and humming Dr. Wily’s theme for the rest 
of the day! The Blue Bomber will have a bevy of his most iconic 
powers at his disposal, including Guts Man’s Super Arm, Metal 
Man’s Metal Blade, and Flame Man’s Flame Blast. This is sure to 
make him a most unpredictable opponent—while also paying over- 
due homage to his lengthy gaming history. 
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PUBLISHER BETHESDA SOFTWORKS 
DEVELOPER MACHINEGAMES 
RELEASE DATE TBA.2014 


The first-person shooter pioneer is back with a new look— 
and it’s ready to show all these whippersnappers the best 
way to go about killing Nazis. Set in an alternate-universe 
1960s where Hitler and friends won WWII, Wolfenstein: The 
New Order sees series protagonist B.J. Blazkowicz rise 

up as the poster child of the resistance. | went hands-on 
with The New Order at E3, and while it may have been 
weird to see Third Reich propaganda adorning Big Ben 

in the London-based level | played, the frantic action and 
Crazy weaponry that put Wolfenstein on the map are here 
in full force. Tasked with infiltrating a secret lab beneath 

a planetarium, | had B.J. blast his way through a near- 
endless supply of Nazis with dual-auto shotguns, assault 
rifles, and even a laser cannon. And the game looked great, 
too, with destructible environments that were Battlefield- 
esque in their detail. The only knock? B.J.’s dialogue is 
meant to be so bad, it’s funny—but it's just plain bad. 


You are challenged by 
Leader Clemont! 


3DS 


PUBLISHER NINTENDO 
DEVELOPER GAME FREAK 
RELEASE DATE 10.12.2013 


Ever since its North American debut back in 1998, Pokémon’s 
been a phenomenon like no other, maintaining its core 
gameplay over countless new chapters and spin-offs. Game 
Freak hasn't been resting on their laurels the past 15 years, 
however. The next entry, Pokémon X and Y, will add several 
new gameplay elements to make this—the sixth generation 
of Pokémon—the best one yet. The introduction of the Fairy 
type marks the first time Dragon types have a natural weak- 
ness, finally fixing a balancing issue many trainers, myself 
included, have exploited since the days of Red and Blue. 
We'll be seeing several new Pokémon debut under the Fairy 
Classification, but some existing beasties—such as Clefairy— 
will also be retconned as this type. The most intriguing new 
aspects here, though, may be the new battle categories. Sky 
battles require Pokémon that can fly, while Horde battles see 
players confronting as many as five wild Pokémon at once, 
truly testing their party’s stamina. 
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wi DEVELOPER AIRTIGHT GAMES 
m RELEASE DATE Q2.2014 


SOUL SUSPECT 


Spoilers: The killer is Aaron Hemandez! 


loved the hard-boiled detective work featured in games 

like L.A. Noire and Heavy Rain, but | didn’t exactly 

embrace the way the plot seemed to toss aside my 

investigations for the sake of a convoluted narrative. 
Murdered: Soul Suspect creative director Yosuke Shiokawa knows how 
| feel—he endured the same dissatisfactions as a player—and promises 
we won’t see the same arbitrary solutions in his game. “When | played 
those games, | felt a similar frustration, especially with L.A. Noire. | like 
the games, of course, and | like the concepts, but there were vague, 
multiple conclusions with each case, so | wondered, ‘Am | right or am | 
wrong?’” he recalls. “Our game has a different structure. We only have 
a single killer, so we build that linear, singular investigation feel and 
won’t have a vague conclusion.” Sounds like just the kind of murder 
mystery I’m after, and since protagonist Ronan O’Connor is killed at the 
beginning of the game and then investigates his own death, | have faith 
that Soul Suspect won’t stray from its sleuthy center. 
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YS: MEMORIES OF CELCETA 
| WTA 


m PUBLISHER XSEED 
= DEVELOPER NIHON FALCOM 
RELEASE DATE 09.24.2013 


You've gotta give Nihon Falcom credit. While other niche 
Japanese developers have withered and dried up during the 
challenging PS3/360 generation, the venerable Ys creators just 
keep on ticking—along with their intrepid ginger adventurer, 
Adol Christin. Believe it or not, this is actually the third version 
of Ys 4, but it’s the first one developed by Nihon Falcom, so this 
time, it's actually canon (really!). Returning players can expect 
to see familiar faces like Dogi, while newcomers will wonder 
what the hell a “Dogi” is. Oh, what's that? You say you abso- 
lutely refuse to play a Japanese RPG unless the main character 
has amnesia? Well, are you in luck! Ys: Memories of Celceta 
features, for the very first time, Ado! Christin...with a head- 
crushing case of amnesia. (I could've swom it's happened in 
the series before, but XSEED assures me that, no, it's making 
its franchise debut here!) I've always loved Ys’ action-oriented 
take on RPG exploration, and I'm confident XSEED will provide 
a translation that does the series proud. 


© PUBLISHER ATLUS 
= DEVELOPER ATLUS 


» RELEASE DATE 10.01.2013 _ 


I've been a huge fan of Atlus’ hardcore first-person dungeon- 
Crawling series for the past six years, but I'm also a special 
breed. I’m exceedingly patient and don’t need an intricate 
Story to pull me along, particularly if the combat and explora- 
tion—as they are in Etrian Odyssey—are done exceedingly 
well. But the casual RPG crowd has never quite warmed to 
the story-light proceedings featured in the franchise, which 

is why Etrian Odyssey Untold: The Millennium Girl, a super- 
enhanced remake of the original 2007 DS game, features... 
anime cutscenes. And predetermined characters and classes. 
Huh? Is there a Tales invasion inside the world of Etrian? 
What's next? Overly Japanese skits about how 30-year-olds 
might as well be the equivalent of octogenarians? While 
some Etrian Odyssey fans have cried foul, I’m intrigued—as 
long as it doesn’t mean that the challenge and charm of the 
original games are lost. Since Untold also includes a Classic 
mode redone with the refinements featured in Etrian Odyssey 
IV, all types of players should leave satisfied. 
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; ~ me , 
ny | was but a sheltered, pudgy, Pokémon card—collecting 
Dov si WI with the eC Si ckn ESS preteen when the Rainbow Six, Ghost Recon, and SWAT 
‘m not much of a graphics snob, but | have to admit that franchises were still in their heyday. As such, | completely 
Fr = lve been a bit underwhelmed by the next-gen visuals I’ve missed out on the glory days of tactical shooters, a time 
| seen so far. Of course, it’s the exception that proves the when men were men, terrorists were terrorists, and it rarely 
Summ ule, and Ubisoft’s open-world shooter The Division is one took more than a single bullet to kill anything—you includ- 
great- Kes. stinking exception. The level of detail on display in the E3 demo ed. Thanks to Takedown: Red Sabre, a crowdfunded project 
was astounding, from the eerily realistic way bullets shattered glass to the from Ghost Recon vet Christian Allen’s newly founded 
" subtle character interactions with the environment, like closing car doors indie studio, I'll finally be able to get a taste of the genre’s 
as they passed. But looks aren’t everything, and The Division’s appeal is punishing, methodical action in a slick, modern package. 
way more than skin-deep. For one, | like the more grounded take on the With a heavy focus on realistic weapons, careful tactics, and 
apocalypse. (A highly contagious videogame disease that doesn’t turn unforgiving lethality, Takedown isn’t likely to appeal to the 
people into monsters? Well, | never!) And, as a frequent visitor to the Big Casual crowd, but its competitive and cooperative scenarios 
Apple, I’m curious to see if Ubisoft can capture the feel and scope of the should greatly ramp up the tension and demand the close 
bs | pe city. I’m also intensely curious to see how the dynamic online experi- collaboration | always crave from an online shooter. And 
EA = - ence—where your co-op party of four can seamlessly be thrust into PvP since the game already has an immensely successful 
- combat against other players—pans out in practice. Kickstarter under its belt, | can rest assured that the servers 
et won't be a ghost town come launch day. 
. 
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I'm always a sucker for games that try something different, and 
Octodad: Dadliest Catch is nothing if not unique. | mean, how 


9S Pte, et many games have you played where you control an octopus 
. ian eae struggling to pass itself off as human? If you answered with 
-<—™ 


anything more than one, you're either a dirty liar or really, really 
into obscure Japanese dating sims. Either way, it’s hard not 

to love this charming, wacky follow-up to the 2010 student 
project that took the Internet by storm. The series’ trademark 
gameplay—essentially trying to perform mundane tasks with 
your tentacles through cumbersome, QWOP-y controls—is 

back and more challenging than ever before. Thanks to a more 
fleshed-out suspicion system, you'll need to carefully plan out 
every fumbling, suction-cupped maneuver, lest your wife and 
kids discover your true identity. The biggest draw for me, though, 
is that Dadliest Catch will actually be making its console debut 
on the PlayStation 4. As far as I'm concerned, it’s not actually 
next-gen until | get to be a cephalopod in a suit. 
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ANTICIPATED TITLES 


S) CHRIS 
HOLZWORTH 


@ PUBLISHER SONY COMPUTER ENTERTAINMENT 
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m RELEASE DATE 10.08.2013 


BEYOND: TWO SOULS = 


The most impressive Ellen Page simulator to date | ieeeesmen 


DEVELOPER UBISOFT 
RELEASE DATE 10.08.2013 (04.2013 FOR XBOX ONE, PS4)_ 
wasn't a huge fan of David Cage’s last endeavor, Heavy 
Rain. | thought parts of the story were super-interesting, 
and | found the game to be conceptually fascinating, but 
as far as fun was concerned, well, there was none to be 


found. Movement felt wholly unnatural, and int 


Let me level with y'all: | love to let games like Final Fantasy 
XV whisk me away to another world. | love to get behind 
the eyes of the protagonist in a good first-person shooter. 
But | love—love—to dance. Thing is, contrary to certain 
amounted to little more than an unending series of time events. stereotypes (though perfectly in line with others), I'm really 
Still, I’m all for experimentation and innovat quite bad at getting my groove on. Fortunately for me, Just 
Dance doesn't call attention to my shame. In fact, it foolishly 
rewards me with points for shakin’ my ass, tricking me into 
thinking that perhaps | should be gettin’ low in public. (Protip: 
5 | shouldn't. Ever.) And, to some extent, Just Dance 2014 

the game, players will witn 15 years in the life of tagonist Jod will let me do just that. In addition to the usual repertoire of 
Holmes (played by Ellen Page), < | fe far f Just Dance features, the 2014 edition will have an online 
competitive multiplayer mode called World Dance Floor that 
lets me take on players across the globe in an asynchronous 
dance-off to prove, once and for all, that my milkshake is 
better than theirs. 


games, and as a guy who champions narrative, I’m honor bound to 


follow Cage’s career. And his latest attempt 


=< 


and interactive entertainment, Beyond: Tw 


compelling —at least from a storytelling s 


bound to a supernatural entity she calls “Aider 


understand the nature of their relationship w 


what lies waiting for us beyond death. | 


PUBLISHER SQUARE ENIX 
DEVELOPER SQUARE ENIX 
RELEASE DATE TBA 


ae. Final Fantasy is why | became a writer. Final Fantasy is the 
4 source of my passion for storytelling, and Final Fantasy is the 
reason my life revolves around videogames. Unfortunately, 
‘Se the series and | have a pretty rocky relationship these days. | 


haven't actively enjoyed playing Final Fantasy titles since Vill, 
yet | keep coming back regardless. But | want to believe that 
Final Fantasy X/—known as Final Fantasy Versus Xill until 
recently—will restore my interest in Square Enix’s flagship 
franchise. There's so much | dig about the game. Aestheti- 
Cally, XV draws influence from modern-day Shinjuku, Tokyo, 
which is a great change of pace. Traditional turn-based com- 
bat—something Square Enix perverted with Final Fantasy 
XilH-has been abandoned in favor of real-time action-RPG 


=~ . combat reminiscent of Kingdom Hearts. And according to 
: a \ \ \ director and artist Tetsuya Nomura, XVs story will focus less 
a ‘ \ on hitting globetrotting, world-saving “epic” beats and more 
. iy on the relationships between protagonist Noctis and his 


friends and family. But don’t worry—there are still crystals. 
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RENIEW/ PHILOSOPHY 


EGM rates games based on quality and entertainment 
value. We only score games played to completion, but 
we also offer secondary impressions without scores 
in some instances. The highest score is 10, and in the 
middle lies the average, 5.0. Simple, ain't it? 


Platinum Award 
(average 10.0) 

This award only goes to 
the best of the best. The 
highest accolades a game 
can receive. 


Gold Award 
(average 9.0+) 
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Silver Award 
(average 8.0+) 


+ thine 6 °c 


BY JOSH HARMON 


With a little imagination, you 
find touchstones for individt 


. The third-person, cove 


raar tactical 
arger tactica 


philosophy, 
menagerie of alien fo 
my Unknown, while your 


dquarters evokes memories of 


ct’s Normandy. But the way 


it straddles, combines a 
eels 


genre conventions feel 
refreshing and entirely distinct. 

Of course, novelty isn’t everything, 
So it’s a good thing that much of what 
The Bureau tries to do actually works. 
Take Battle Focus, the radial interface 
by which you issue commands to 


your three-man squad during combat. 
Swapping between direct control 
over the game’s main character, 
William Carter, and the two randomly 
generated soldiers you pick to join you 
in the field could’ve been an absolute 
nightmare, but it works surprisingly 
well in practice, seamlessly shifting 
perspectives and allowing you to 
queue up commands without any 
unnecessary complications. While the 
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and animations that look woefully out of 
place in a game of this caliber. At times, 
it’s clear important content was left out 
entirely, like when a character talks about 
showing you something, only to stand in 
place with no cutscene or prop to indicate 
what they’re actually talking about. The JOSH 
voice acting varies from barely adequate HARMOM 
to downright awful. Certain key aspects 
of the experience are, for lack of a kinder — I 
term, bad. 
With another six to 12 months of THE GOOD 
work, The Bureau would probably have 
been one of my favorite games of this 
generation. As it stands now, it’s a 


definite diamond in the rough. But as THE BAD 
I’ve taken time to reflect upon the game, 
as |’ve wrestled with the painful task of 


aiming cursor still occasionally gets hung making each victory feel like a genuine reducing it to a single number, those 
up on a wall, The Bureau largely achieves accomplishment. obvious shortcomings haven’t stuck with 
a successful blend of real-time action with The other asset working strongly me as much as | thought they might. THE UGLY 
the positioning and combat mechanics of in The.Bureau’s favor is its narrative, The one sentence that’s popped into 
traditional turn-based tactics. which plays out like something Arthur my head, again and again, is simple and 

The end result is a game that feels C. Clarke would come up with if you unvarnished, but it’s probably the truest 
almost nothing like a standard shooter, brought him back from the dead, tied way to sum up my feelings. 
even if you spend a good deal of time him to a chair, and forced him to write | wish there were more games like 
aiming down your sights and popping off a videogame story. It’s a slow boil that The Bureau. 
headshots. No matter how accurate you starts methodically and builds to a third 
are, you'll still need to keep a Sinn aye on act that’s neBGy, character-driven, ae CHRIS HOLZWORTH 
enemy locations, flanking opportunities, brilliantly conscious of the medium in se ai 
and ability cooldowns to have any hope a way few games are. Along with the 
of victory. It’s a challenging experience, striking 1960s aesthetic and decent STAR 
but not in the chaotic way of the earlier, environmental storytelling, it’s one of the CHILD 
purely tactical XCOM games, where your few things that was clearly inspired and 
best-laid plans could fall apart if the dice enriched by 2K Marin’s earlier efforts on Knowing that many will dismiss The Bureau for wholly superficial rea- 
rolls didn’t come down in your favor. the BioShock franchise. sons breaks my heart. For all that it falls short of in terms of presenta- 
So long as you manage to stay on top But for all that | love about The Bureau, tion (its graphics are the very definition of “OK,” and the voice acting 
of what’s happening on the field, you'll | can’t pretend that it doesn’t have its share is, well, bad), it more than makes up for with its smart writing and 
be able to count on success, but that of glaring faults. This is clearly a game genre-juggling gameplay. To call XCOM Declassified a third-person 
can be a tall order, especially in the later that was pushed out the door in a bid to shooter is reductive, but to refer to it as a “tactical-strategy” game is 
battles when the game throws everything __ stay relevant before the new consoles simply too vague. If Mass Effect married XCOM proper and had a child 
it has at you. The specifics may differ, hit this fall. While the art direction is solid that was raised by BioShock, it would grow up to be The Bureau. How 
but there’s no question The Bureau still across the board, the visual polish is else would it have learned to so expertly weave a meta-narrative that 
taps into the grand XCOM tradition of incredibly uneven, with a few textures examines the nature of videogames into well-crafted science fiction? 


RAY CARSILLO 


DEBUNKING 
DECLASSIFIED 


| got sucked into the world of XCOM: Enemy Unknown \ast fall and 
loved what | saw of Declassified at E3 a couple of years ago, so | was 
looking forward to this novel take on the franchise as much as any 
game this year. Disappointingly, The Bureau lacks the polish of its 
lauded predecessor. Horrendous animations, terribly written dialogue, 
and voice acting below even B-movie standards constantly break the 
immersion of what’s intended to be an XCOM origin story. Despite the 
problems, though, | felt compelled to keep pressing on and find out the 
resolution of Agent Carter’s tale. While The Bureau may fail on a few 
fronts, it definitely captures XCOM’s infamously addictive nature. 
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The Saint of sandbox gaming 


EY ERIC L. FATTERSON 


have absolutely no clue what Volition is going to do with Saints Row V. 
Going into Saints Row IV, | had some level of similar feelings. To be fair, 
its predecessor—Saints Row: The Third—did some pretty crazy stuff 
and took players to some very unexpected locations. And yet, even with that in 
mind, Volition promised things like space aliens and virtual-reality simulators and 
fantastical superpowers. | mean, how do you introduce superpowers to Saints 
Row without totally breaking the game? 
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And that’s the thing: You don’t. The 
powers do break the game, and Volition 
lets them. For example, if you would ex- 
pect that cars might seem near useless 
when you’ve got the ability to run at blister- 
ing speeds and can go bounding across 
the city via your inhuman jumping abilities, 
well, they kind of are. It doesn’t take long 
for you to get those two powers, and 
they’re just the first of the new techniques 
you'll have available that turn you from the 
hero-yet-still-human gang leader you were 
previously to the demigod of virtual Steel- 
port that you become here. 

Saints Row IV is a tale of empower- 
ment—and | don’t just mean in the way the 


game lets you be whoever you want to be. 
Though, do let me touch on that for a mo- 
ment. Whatever reason Volition had for first 
incorporating this into the Saints Row my- 
thology, it’s clear that now the team’s goal 
is to make sure no player feels unwelcome 
in the game’s world. We’re never, ever told 
that who we want to be or what we want 
to look like is wrong—even if that choice is 
a hulking woman with reflective silver skin 
who sounds suspiciously like that Nathan 
Drake fellow. 

No, the type of empowerment I’m 
talking about goes far beyond all of that. 

Saints Row IV’s story—you, as the 
leader of the Third Street Saints, become 
President of the United States, which 
is then attacked by Zinyak, an alien 
commander who imprisons you and 
the rest of the Saints in a computerized 
alternate reality that you struggle to escape 
from— doesn’t make a lot of sense. It 


doesn't have to. Giving players those 


previously mentioned superpowers doesn't 
make a lot of sense, and it doesn’t have to, 
either. Many of the gameplay, storytelling, 
and stylistic choices initially don’t seem 

to make a lot of sense, until you realize 
that they all come back to one core goal: 
having fun. 

One night, while Josh and | were talking 
about the portions of Saints Row IV we’d 
played up until that point, we got onto 
the subject of games that are afraid to 
be games. As much respect as | have for 
projects such as Jomb Raider or The Last 
of Us, | feel like they’re striving more to 
be experiences. Saints Row IV is a game, 
and it’s damn proud of that fact. Even if 
it means having a narrative that, at times, 
can be broken due to player choices or 
ambitions that sometimes feel too ambi- 
tious or situations like a person downing a 
UFO with a gun that sprays dubstep beats. 
Everything here is designed to make sure 
that every hour you spend with Saints Row 


EAC .t.. 
PATTERSON 
3.0 
THE GOOD 

IV is an hour you won't regret. It exists to 

empower you—not just you, the character, 

Dut you the player. 

Volition did something it seems few 

developers are brave enough to do at this THE BAD 

point: They were willing to reinvent the 

Saints Row series instead of just reiterat- 

ing on it. The result is a game that | had 

an absolute blast with from beginning to 
THE UGLY 


end, but also one that— due to the escala- 
tion it exhibits —left me dumbfounded on 
what they'll offer as a follow-up. So, | have 
absolutely no clue what Volition is going to 
do with Saints Row V. And, you know, I’m 
glad | don't. 


RAY CARSILLO 


WHEN THE SAINTS 
COME STOMPING IN 


While the humor may be a bit blunt for some, others will revel at the 
playful pokes this game takes at videogame darlings like Mass Effect 
and movies like The Matrix. Saints Row IV features one of the best 
representations of superpowers we’ve ever seen in a game, and the 
fact that the world renders as fast as it does when you’re moving at 
supersonic speeds is a mind-boggling current-gen accomplishment. 

| will say that the game has more than a few bugs that force you 

to replay missions several times—beyond those intentional ones 
designed to poke fun at the franchise's glitchy past. Luckily, you'll be 
enjoying yourself too much otherwise to truly care. 


JOSH HARMON 


HAIL 
TO THE CHIEF 


There | was, a busty Asian woman in an Elvis jumpsuit shooting ice out 
of my hands to the dulcet tones of Biz Markie, when it hits me: | haven't 
gotten this much stupid, silly enjoyment out of a game since | was a 
kid. Even without the widely varied and hilarious campaign, Saints 
Row /V would still be worth playing, simply because it offers up crazy, 
gratifying weapons and abilities with surprisingly few restrictions on 
how you use them. Yes, there are plenty of glitches, the shooting feels 
a bit loose, and there’s not much challenge beat the game without 
dying—but Saints Row IV masterfully accomplishes something so few 
modern games seem capable of doing: It gets out of the way. 
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Ghost like Swayze 


BY JOSH HARMON 
t its heart, Splinter Cell: Blacklist is primarily an expa — 
sion of the core principles introduced in the last game 
Conviction. Story once again takes an important role, 
this time following Sam Fisher and his newly established Fourth 
Echelon as they attempt to stop a series of large-scale terrorist 
attacks known as the Blacklist. 
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The seamless visual style has been re- 
tained and expanded with a tricked-out 
Cargo-plane hub, the Paladin, which al- 
lows you to access missions, interact with 
the expanded roster of side characters, 
and customize your loadout in one seam- 
less experience. It’s an undeniably slick 
step forward for the franchise on the pre- 
sentation and storytelling front. 

A similarly high bar has been applied 
to nearly every aspect of gameplay. This 
time around, a much stronger emphasis 
has been placed on expanding options for 
traditional stealth, both lethal and nonle- 
thal. Levels feature a surprising number 
of routes to your objective, rewarding 
exploration and evasion, and Sam’s arse- 
nal of gadgets and equipment has been 
tremendously expanded to accommodate 
whatever way you want to play. 

Along those lines, there’s a brand-new 
scoring system that rewards points for 
your every action in one of three dif- 
ferent categories— Panther for stealthy 
kills, Ghost for non-lethal takedowns and 
outright evasion, and Assault for open 
confrontation. If you’re a diehard stealth 
player, you'll find plenty of challenge in 
completing a Ghost-only playthrough. If 
not, there’s still tons of fun to be had by 
rolling with the punches and transitioning 
into open combat when the sneaky ap- 
proach falls apart. 

Unfortunately, this attempt at inclu- 
sion is responsible for my single biggest 
frustration with Blacklist: the controls. 
Since the game has to accommodate 
so many different playstyles, the control 
scheme feels like it’s on the verge of 
overloading the controller at any given 
moment. The context-sensitive action 
button performs an absurd amount of 
heavy lifting here, doing everything from 
Swapping between cover to climbing 
ledges to opening windows and doors, 
depending on what your cursor is aim- 
ing at when you press it. | lost track of 
the number of times it misconstrued 
my intentions in the middle of a high- 
pressure situation, leaving me vulnerable 


or outright getting me killed. 


Still, any control issues are more than 
made up for by the sheer volume of con- 
tent included in Blacklist. In addition to the 
main campaign, there are a fair number of 
side missions, divided into four different 
categories — three that can be played in ei- 
ther single-player or co-op, and one that’s 
co-op only. They’re all fairly meaty and well 
designed, especially the dedicated co-op 
missions, which feature some of the most 
imaginative segments in the entire game. 

Then there’s my hands-down favorite 
thing about Blacklist: the long-awaited 
return of the Spies vs. Mercenaries multi- 
player mode. The cat-and-mouse tension 
of its asymmetrical showdowns between 
third-person spies tasked with hacking ter- 
minals and the heavily armed first-person 
mercenaries guarding them is intact and 
as exciting as ever. 

It is different, though; there’s no denying 
that. Even in Classic mode, which sticks 
true to the 2-on-2 formula of the original, 
spies are considerably more powerful 
than in prior games, able to execute swift 
melee kills from any angle. The other four 
modes muck with things further by intro- 
ducing class-based abilities, customizable 
oadouts, new objectives, and teams that 
include both spies and mercs. Some of 
the changes are fairly dramatic, but they’re 
universally well executed, adding a ton of 
longevity to the Spies vs. Mercs concept. 


HARMON 


3.0 


That diversity, scope, and universal at- 
tention to detail are really what impressed 
me the most about Splinter Cell: Blacklist. 
Usually, when a game tries to offer some- 
thing for everyone, the individual areas 
suffer, but Blacklist treats every aspect of 
its gameplay with such care that’s it hard 
to imagine anyone walking away feeling 
completely unsatisfied. As someone with 
fond memories of the first three games, | 
can't quite say it’s my favorite entry in the 
franchise, but in terms of sheer scale and 
polish, it’s by far the most successful. Sam 
Fisher might be going gray around the 
temples, but if Blacklist is any indication, 
he’s got a fair bit of life left in him yet. 


ANDREW FITCH 


THE CLUMSIEST SUPERAGENT 
SINCE LESLIE NIELSEN 


As an on-again, off-again Splinter Cell player, I've had a decent time 
with my various Fisher flings over the years. But this post—Michael! 
lronside incarnation was unrecognizable—literally! Who the hell was 
this Canadian-accented interloper, and why was he hanging out with 
Cuba Gooding Jr.? Blacklist does a terrible job explaining elements new 
for players who—like me—skipped 2010's Conviction, and the game 
sabotages its intriguing missions and gadgets with some of the worst 
context-sensitive button presses I’ve ever seen. But here’s my ultimate 
takeaway: When will Sam and hard-nosed tech-ops gal Grimsdottir 
finally dispense with the charade and just make out already? 


CHRIS HOLZWORTH 


KING 
FISHER 


| don’t play nearly as many stealth games as Josh, granted, and maybe 
I’m just terrible at them, but | found Blacklisf’s single-player campaign 
more than a little challenging—even on the Normal difficulty setting. But 
it's the good kind of challenging. There’s a rewarding sense of accom- 
plishment to slipping through the shadows undetected. Thanks to some 
fantastic level design that offers multiple approaches through the envi- 
ronment, reloading to the last checkpoint—something | did frequently 
during my Ghost-geared playthrough—never felt exhausting. Any fatigue 
and failure boiled down to me being impatient. Sometimes it was the 
busy control scheme, but usually, Sam being spotted was on me. 
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PIKMIN 


t may be horribly clichéd to 
¥a hold up legendary Nintendo 
developer Shigeru Miyamoto 
as some unparalleled, almost mystical 
figurehead of game design. In the case of 
Pikmin 3, however, that reputation feels 
totally deserved. 

Even dealing with the game-long 
frustration of controls that feel weirdly 
caught between two hardware generations, 
one factor remains consistent here: You 
want to keep playing. And you can almost 
feel Miyamoto’s stubborn guiding hand 
fighting through the development process, 
determined to make this game a joy to 
experience in spite of any issues. 

It’s been nine years since Pikmin 2 
on the GameCube, but the good news 
is that you don’t need to know a thing 
about the franchise to play Pikmin 
3. As the game begins, an inch-high 
extraterrestrial race Known as the 
Koppaites have exhausted their planet’s 
resources and now look for suitable 
foodstuffs on the edge of the galaxy. 

Once our intrepid explorers touch down 
on Planet PNF-404, they come across 
the friendliest of this planet’s otherwise 
foreboding fauna: the titular Pikmin. These 
absurdly adorable, steadfastly loyal (but 
none too bright) plantlike critters will do 
your bidding across a variety of RTS-like 
missions, whether it’s grabbing a pile of 
tiles to build a bridge or flinging themselves 
at a roaming beastie. 

Miyamoto was reportedly inspired 
by his childhood spent exploring the 
caves near Kyoto, Japan when he made 
The Legend of Zelda, but | think Pikmin 
is actually closer to that prepubescent 
sense of wonder he must have felt on 
those wilderness treks. There aren’t any 
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, Miyamoto’s bountiful harvest 


ANDREW 
FITCH 
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swords here. No sorcery. No crazy wizards. 


Just exploring the wonderment of nature 
from a bug’s-level perspective — and 
simultaneously trying to keep 100 kooky 
little critters alive. 

Yes, returning players will know 
this all too well, but neophytes may be 
shocked to discover that Pikmin die. 

A lot. Violently. Sometimes cruelly. 
And when Pikmin are left to fend for 
themselves at the end of the day away 
from the safety of your ship, they'll be 
gobbled up by predators. 

In total, 1,448 Pikmin died on my 
watch. It’s weird—! would never print 
how many times my computer-controlled 
companions died in Dragon’s Crown. 
So, why do | feel compelled to divulge 
this information? It’s because | feel guilty 
about my decisions in the game that led 
to these needless Pikmin deaths—and so 
many could have been prevented. 

You don’t want to save your Pikmin 
because of some arbitrary score. You 
want to do it because it’s the right thing 
to do. You protect them, and without 
them, you would never survive yourself. 
It’s a symbiotic relationship, and 
when you allow them to perish, you’re 
breaking that trust, that bond. This is an 
emotional connection and attachment 
that so many games say they strive 
for—but Pikmin is one of the very few 


franchises to actually get it. 


— he MARC CAMRON 
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The excellent core 
Pikmin gameplay 
returns, but stunning 
HD visuals make 

it a totally new 
experience 


Neither the 
GamePad control 
scheme nor the Wii 
Remote/Nunchuck 
setup work quite 
perfectly 


Horrifying, scarring 
Pikmin deaths. 
Don’t believe 
Nintendo’s lies! 
This is an M-rated 
game! 


—_ Ee CHRIS HOLZWORTH 


SMALL 
WONDERS 


It’s hard to describe what makes Pikmin 3 so good, so I’m glad Andrew 
was the one tasked with tackling the bulk of that assignment. Sure, 
juggling three Koppaite captains and their Pikmin-populated away 
team in search of fruit and their lost spaceship components may seem 
utterly banal, but it’s super-quaint and surprisingly deep. Unfortunately, 
’'m going to have to agree about the controls. A game that revolves 
around real-time strategy and management calls for quick precision, 
and none of the control schemes available fully lend themselves to 
that. Still, I’m glad Pikmin 3 was my first genuine Wii U experience—it 


_certainly proved an unforgettable one. 


PERFECTLY 
UNIQUE STRATEGY 


Most strategy titles see you moving around tanks and troops, trying 

to claim ground for the greater glory of fill-in-the-blank—and that 
becomes formulaic and tired. That’s why I’ve always loved Pikmin. 
Nintendo’s cartoony strategy series provides something different, and 
with Pikmin 3, we get two new spacemen (and one spacewoman!), 
two new Pikmin types, and a clock that’s more forgiving for those who 
want to explore before going for that perfect run. Plus, there’s even 

an amusing multiplayer mode to keep you entertained long after the 
main campaign’s over and done with. If the Wii U had more games this 
good, the system could actually become a contender. 


REVIEW CREW 


PS3 


m PUBLISHER NAMCO BANDA 

m DEVELOPER NAMCO TALES STUDIO 

m PLAYERS SINGLE-PLAYER, LOCAL CO-OP 
m ESRBT - TEEN 

m RELEASE DATE 08.06.2013 


ales of Xillia is a Japanese 
role-playing game that starts in 
the sewers. 

...No, wait! Come back! Sure, the 
dreaded, soul-sucking “sewer area” has 
long been the bane of JRPG players 
everywhere, but thankfully, Xi/lia’s 
time in sewage lasts a mere matter 
of minutes. Still, it’s an inauspicious 
beginning for what’s been one of the 
last bastions of traditional Japanese 
RPG design this generation. 

In a first for the series, Xillia allows 
players to choose between two 
protagonists at the start of the game. 
There’s Jude, a thoughtful young medical 
student, and Milla, an enigmatic warrior 
woman with a few secrets up her sleeve. 
While | chose to play through as Milla, both 
characters hold their own from a personality 
perspective. In fact, this might be the 
strongest overall cast in series history. 
We've seen stronger leading men and better 
comic relief, but as a whole, this is probably 
the most mature, relatable collection of 
heroes Tales fans have ever seen. 

While the story itself is on the higher 
echelon of Japanese FPG tales, Milla 
and Jude aren’t equal protagonists from 
a storytelling standpoint. | understand 
that Milla’s character is supposed to be 
mysterious, but that characterization 
shouldn’t come at the expense of the 
plot presentation, and Jude’s tale is 
much easier to follow —particularly for 
series newcomers. 

Tales narratives have always been 
hit-or-miss, but the combat system has 
been a perpetual series strength—the 


fast-paced, real-time battles are probably 
the most consistently enjoyable in 
mainstream Japanese RPGs—and the 
major change here revolves around 
“linking” with a partner in combat. Each 
potential battlefield buddy has a special 
ability that really opens up the encounters 
and encourages more thoughtful strategy 
than simple button-mashing. 

Xillia is definitely one of the stronger 
series entries overall, but | couldn't help 
but feel that something was missing 
from the experience, a fact illustrated in 
my playtime—around 45 hours, a far cry 
from the 70-plus in which | usually finish 
a Tales game. 

It’s not the truncated length that 
sabotages Xi/lia, however, but rather the 
mechanics of design and presentation. It’s 
certainly highly enjoyable and absolutely 
recommendable (particularly for series 
fans), but at times, the game’s strict 
exploration parameters— major areas are 
constantly, inexplicably blocked off due to 
story concerns —actively worked against 
me having fun. 

| enjoy the Tales series so much in 
part because it usually gives me a world 
and lets me explore it on my own terms 
on the back of a dragon. Here, | felt 
strangely shackled to how the developers 
wanted me to play, and | hope it’s not a 
harbinger of where the series is going 


from here. = 


ANDREW 
FITCH 


A 


New Link system 
adds to combat 
complexities in a 
good way 


Pacing falls apart in 
the latter half 


A talking puppet 
yapping about 
“bazongas.” Yikes! 


WORTH PLAYING 


While Andrew and | agree that Vesperia is by far the best Tales game 
this generation, | clearly had a little more fun with Xillia than he did 
(partly because | picked Jude, I’d wager). Yes, the game deviates a 

fair amount from the standard Tales formula, but | found linking with 
teammates in combat, selling raw materials to shops to level them 

up, and the straightforward story approach to be refreshing. And after 
what | felt was a disappointment in last year’s Graces f, this was a 
much-needed return to form. The characters are still a bit blander than 
I'd like, and you'll be playing for a while before any real challenge sets 
in, but Xillia’s a game that Tales fans should play as soon as they can. 


CHRIS HOLZWORTH 


REKINDLING MY 
JRPG ROMANCE 


| won't lie: It’s been almost a decade since | last genuinely enjoyed a 
JRPG. So for Tales of Xillia to roll onto the scene and impress me as 
much as it did is no small feat. And not because the series’ action-ori- 
ented combat makes grinding anything but a chore. | mean, it certainly 
plays a large role in what | found so appealing about Xil/ia, but the real 
clincher proved to be the characters. Sure, the cast doesn’t stray too 
far from standard anime archetypes, complete with pervy puppets, 
but they’re not hyper-exaggerated caricatures singularly defined by a 
one-dimensional personality. Caring about characters goes a long way 
in these types of role-playing games, and Xillia gets that. 
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LOST PLANET 3 
PS3 


m PUBLISHER CAPCOM 
DEVELOPER SPARK UNLIMITED 
ESRB T - TEEN 
RELEASE DATE 08.27.2013 


ERIC L. FATTERSON 


Unexpectedly, Lost Planet 3 earned 
my respect in a number of ways. The 
story hits notes that are interesting 

. yet actually believable, character 
ae | portrayals are legitimately some of 
the best I’ve seen in a while (thanks 
in part to the voice actors), and your giant utility rig 
brings with it a few very cool twists. Unfortunately, 
the pacing is a total mess, with action that easily 
gets tedious and quieter moments that often fail due 
to boring world design. Also, as a fan of the previous 
Lost Planet games, | hate how much of the franchise’s 
uniqueness has been scrubbed to make this game 
more mass-market friendly, especially in multiplayer. 


JOSH HARMON 

The most remarkable thing about Lost 
Planet 3 is that hero Jim Peyton looks 
exactly like Nic Cage with a beard. (If 
Capcom hires him to do a DLC voice 

__ pack, I'll retroactively raise my score 

4 by two points.) The second-most 
remarkable thing is the story, a simple tale told well 
with likable, interesting characters and strong voice 
work. Everything else is pretty forgettable, with a lot of 
mediocre combat that drags on and the same handful 
of enemies recycled in droves. Nothing about the game 
outright stinks, mind you, and some mech segments 
occasionally drift into mildly interesting territory, but 
you’re really not missing much by skipping this one. 


CHRIS HOLZWORTH 


Part of me wants to give Lost Planet 

3 a higher score— really do. The 
writing is surprisingly strong, the plot’s 
Sg pacing is excellent, and Jim Peyton is 
| easily one of the most relatable main 

| | characters l’ve ever had the pleasure 
of riding shotgun alongside. But as my workmates 
point out, the gameplay is wholly unremarkable. 
There's nothing about playing Lost Planet 3 that | 
straight-up disliked, but outside of some interesting 
moments while in the mech, it’s thoroughly forgettable. 
| have to evaluate Lost Planet 3 as a game first and 
foremost, and in that regard, it’s just not up to snuff. As 
an experience, though? Worth checking out. 
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RAYMAN LEGENDS 


P30 pss] wiv pc] via 


PUBLISHER UBISOFT 

DEVELOPER UBISOFT MONTPELLIER 
ESRB E10+ 

RELEASE DATE 09.03.2013 


ANDREW FITCH 


Legends is the second cartoony 
platforming tour de force from French 
industry icon Michel Ancel in three 
short years. These are the kinds of 
games | dreamt about playing at the 
end of the Super NES era—it just took 
15 years. This isn’t a mere Origins rehash, though. New 
rhythm-based levels play out like a classic orchestrated 
Looney Tunes matinee in game form, while the worlds 
themselves are a zany mix of clever nods to James 


Bond, Greek myth, and the Mexican Dia de los Muertos. 


The sadistic bonus levels feel more from the twisted 
mind of Andy Kaufman than the thoughtful Ancel, but 
the main course is still worthy of three Michelin stars. 


MARC CAMRON 

There’s a lot to like about Legends: 
well-designed levels, tons of 
unlockable content, and a solid (to put 
it mildly) challenge. But a few things 
bothered me as | collected Lums and 
freed Teensies. One, a platformer this 
difficult needs tighter controls; jumping feels floaty 
(even when not gliding) and occasionally imprecise. 
And two, much of the action has a sameness to it, even 
though the levels themselves might have different 
layouts. Finally, later areas are punishingly tough, 
bringing to mind my controller-throwing NES days. Still, 
hardcore platforming fans will enjoy this latest limbless 
outing. Just be aware of what you’re in for. 


JOSH HARMON 


I’m chiding myself for overlooking the 
last game in the series, Origins. Gam- 
§ boling across the rich visual tapestry 
5 of every level awakened a wide-eyed 
+ European whimsy that warmed the 
deepest cockles of my heart. Each graceful hop and 
dainty glide rekindled far-off memories of a mirthful 
childhood filled with fantasy and wonderment. And 

the soundtrack? A delightful, divine aural feast, every 
measure brimming with vibrant instrumentation. ...Uh, 
sorry about that, guys. I’ll Keep the European whimsy 
in check. Game’s good. Great platforming. Better than 
anything Mario’s done in a while. Check it out and stuff. 


Now that I’ve played Rayman Legends, 
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KILLER s DEAD 


PUBLISHER XSEED GAMES 

DEVELOPER GRASSHOPPER MANUFACTURE 
ESRB M - MATURE 

RELEASE DATE 08.27.2013 


RAY CARSILLO 

’m a huge Sudad1 fan, and it’s well 
known that, by American standards, 
his games are a bit “out there.” But 
even when held up to zombie-slaying 
cheerleaders, lightsaber-wielding 
wrestling fanatics, and schizophrenic 
hitmen, Killer Is Dead is his most convoluted, confus- 
ing story yet. The plot’s pacing is atrocious, and you'll 
be lost for the entirety of the tale—even after the end 
credits roll. On the other hand, this also features some 
of the most satisfying hack-n-slash gameplay we’ve 
seen in one of his games yet. But it’s not enough, and 
there’s little here for anyone but Suda fanatics or action 
savants who'll replay this on the harder difficultly levels. 


ERIC L. FATTERSONW 

| don’t think Suda51’s goal at 
Grasshopper is to make good 
games— think he’s just trying to see 
how much he can get away with before 
@ nobody will fund him anymore. After so 
Ay many attempts, | have to believe he’d 
have a stronger grasp on game design. And yet, Killer Is 
Dead once again feels underdeveloped and unpolished 
in so many ways. To be fair, | think its gameplay works 
much better than Lollipop Chainsaw’s, showing me 
promise hidden beneath its clumsy attempts at style 
and sophistication. Utterly lacking in both of those traits 
is Killers Gigolo mode—which feels like an alien’s 
awkward attempt to explain human mating rituals. 


JOSH HARMON 

Here’s my advice for enjoying Killer 
ls Dead: Turn off the subtitles, mute 
the dialogue, and skip every cutscene 
A the moment it starts. That won't fix 
E everything that’s wrong with the 

; game—you'll still need to go on 
“dates” that involve you staring at ladyparts for five 
minutes in order to unlock new weapons—but it’s a 
start. Underneath all the cringe-inducing dialogue and 
general pervyness, there’s a functional, sometimes 
enjoyable romp to be had. I’m a fan of Mondo’s 
morphing arm and the blood-meter mechanic, but | 
still had a hard time getting through the awful story 
without hanging myself from the rafters. 
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DEADPOOL 
360} ess] 


PUBLISHER ACTIVISION 
DEVELOPER HIGH MOON STUDIOS 
ESRB M - MATURE 

RELEASE DATE 06.25.2013 


RAY CARSILLO 


While | sometimes fought Deadpool’s 
Camera as much as its enemies and 
felt the balance between gunplay and 
melee needed a bit more work, | was 
laughing too hard to care most of the 
time. The Daniel Way—penned script 
pleasantly sacrifices the fourth wall for some of the 
best comedy you'll see in a videogame. Even though a 
few technical issues hinder the experience, the slash- 
n-shoot gameplay works well enough that | didn’t mind 
pressing on just to get to the next rewarding punchline. 
Throw in a stellar performance by Nolan North, and the 
Merc with a Mouth’s solo game debut is nothing less 
than a love letter to Deadpool fans everywhere. 


CHRIS HOLZWORTH 

If not for being genuinely funny in a re- 
ally bizarre, almost Tim & Eric way at 
times, | don’t think | would’ve enjoyed 
Deadpool half as much as | did. As a 
game, it’s utterly bland. It works, but 
it lacks polish and refinement. There’s 
a floaty feel to controlling Deadpool, and the combat 
itself is ankle-deep. Fortunately, the first two-thirds of 
Deadpool are |augh-out-loud entertaining. | don’t think 
| genuinely found the gameplay fun, but | enjoyed the 
ride. Unfortunately, the goof well runs dry during the 
last third, replaced by endless hordes of enemy fodder 
that start pouring in ad nauseam, eventually leading to 
an abrupt, unrewarding, humorless ending. 


JOSH HARMON 


Time for a geography lesson, kiddos: 
Chris and | share an office in Casa de 
EGM, so I'd already listened to just 
about all of his Deadpool! playthrough 
by the time | got my grubby little 
mitts on it. As a result, | can confi- 
dently state that once you've heard all the game’s 
jokes, there’s not much to keep you coming back for 
more. The combat, while not overtly broken, is as dull 
as dishwater, and that’s really the bulk of what you're 
doing here. I'll concede that the humor and fourth 
wall-breaking antics on display are a perfect fit for 
the character—but an accurate adaptation might not 
be enough to get you to the end. 


PUBLISHER ATLUS 
DEVELOPER VANILLAWARE 
ESRB T - TEEN 

RELEASE DATE 08.06.2013 


ANDREW FITCH 


I'm still baffled it was this game—a 
hand-drawn, side-scrolling 2D brawler 
that channels arcade classics such as 
Golden Axe—that became a heated 
battleground for the topic of character 
design in videogames. Yes, the Sorcer- 
ess has massive mammaries. If you're offended, that’s 
your right; this is a complex issue that can't possibly 

be solved in 100 words. But if you can look past the 
controversy (or even embrace the designs), there’s an 
excellent ode to classic fantasy here, with art inspired 
by the likes of Frank Frazetta, a diverse cast of goblin- 
pummeling classes, and a sentiment that echoes the 
spirit of my dad’s tattered D&D manuals from the ’70s. 


ERIC L. FPATTERSON 

George Kamitani is a pervert—but 
he’s a talented pervert. The visual 
Style he gives Dragon’s Crown pro- 
vides, at times, some pretty embar- 
rassing moments for females in 
gaming, but it also helps craft a world 
that's utterly beautiful and overflowing with personal- 
ity. The game built around Kamitani’s art is typically 
impressive in its own right; though this was originally 
intended for Sega’s 32-bit Saturn, | don’t think the 
epic chaos could’ve been done justice until now. 

It's just a shame that Dragon’s Crown feels like both 

a single-player narrative and a multiplayer arcade 
experience fighting for top billing. 


RAY CARSILLO 


Dragon's Crown is a game lost in time. 
Its flaws would’ve been somewhat 
forgivable if this had been released 
two decades ago. But it’s 2013, and 
the paltry skeleton of a story, abysmal 
hit detection, and cluttered grouping 
of characters that makes it nigh impossible to find your 
own avatar combine to make the experience frustrat- 
ing beyond belief. Even the touted four-player co-op 
doesn't become an online option until you're halfway 
through the game, which just makes you rehash previ- 
ously explored territory to forcibly lengthen this poorly 
crafted tale. Unless you're desperate for some beat- 
em-up action, you'd best look elsewhere. 


THE LAST OF US 


PUBLISHER SONY COMPUTER ENTERTAINMENT 
DEVELOPER NAUGHTY DOG 

ESRB M - MATURE 

RELEASE DATE 06.14.2013 


ERIC L. PATTERSON 


As a game, The Last of Us wasn't 
always what | wanted it to be. | 
envisioned an in-depth tale of post- 
pandemic survivat—something akin 
to Ubisoft's / Am Alive, just done right 
this time. Those expectations led me 
to initially feel disappointment while playing Naughty 
Dog's latest effort. Then | finally allowed myself to 
appreciate The Last of Us for what it really attempts to 
be: not a game about survival or killing fungal zombies 
or anything like that, but a game about two people and 
the relationship that forms between them. In the end, 
that journey is far more exciting than any amount of 
infected monsters or food scavenging could ever be. 


JOSH HARMON 

Let's get the negatives out of the way 
first, because the rest of this review 

is going to be a lovefest: The Al in 

The Last of Us is just awful. My allies 
would regularly dash squarely into the 
enemies, then get hung up running in 
place like overeager meth freaks going in for a hug. And 
that's it on the complaint front, really. Everything else 
about The Last of Us nails what | want from modern 
games. The story is simple, superbly acted, and utterly 
Captivating, the world is engrossing, and combat offers 
the perfect blend of nail-biting stealth and tense action. 
It's been a long time since a survival-horror game has 
delivered this well on both halves of the genre. 


CHRIS HOLZWORTH 


Amazing narrative. Powerful character 
arcs. Familiar gameplay. Frustrating 
gameplay. That pretty much sums up 
my experience with The Last of Us. 
Naughty Dog’s new IP has my unwav- 
ering respect, but it'd be dishonest of 
me not to mention how much the game stressed me 
Out. Let's just say a red DualShock 3 lies in ruin. It isn't 
that the gunplay in The Last of Us is bad—far from it. 
Parts of the game borrow heavily from Uncharted, but 
it's punctuated with much better pacing—although | felt 
that most full-blown firefights were incongruous to the 
game's narrative and atmosphere. As a complete pack- 
age, however, The Last of Us excels. 
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MADDEN NFL 25 


360] PSS 


m PUBLISHER EA SPORTS 

m DEVELOPER EA TIBURON 
m@ ESRBE - EVERYONE 

m RELEASE DATE 08.27.2013 


MARC CAMRON 


To celebrate Madden NFL’s 25th 
anniversary, EA Tiburon completely 
revamped the running game. While 
still not quite perfect, the new Run 
Free mechanic really opens things up. 
Stringing together combos that include 
jukes, stiff-arms, and spins feels natural and makes 
this Madden more balanced than ever before. Plan on 
practicing a lot, though—button mashing won't get you 
downfield any faster. Additionally, Connected Franchise 
(an expansion of last year’s Connected Careers) brings 
unprecedented depth to the business of running your 
team. Not that I’m gonna move my Broncos out of 
Denver, but it’s pretty cool Knowing | can. 


DISNEY INFINITY 


ooo Jess wiu Twi [pc] 0s | 


im PUBLISHER DISNEY INTERACTIVE STUDIOS 
im DEVELOPER AVALANCHE SOFTWARE 

@ ESRB E10+ 

m@ RELEASE DATE 08.18.2013 


MARC CAMRON 


Using toys in much the same way as 
Activision’s Skylanders series, Disney 
Infinity focuses on creativity over 
pre-packaged gaming. The property- 
specific Play Sets range from average 
to slightly above-average platformers, 
but once fans get their hands on all of the goodies 
they've unlocked for the Toy Box, any shortcomings 
will be forgiven. There, your imagination can run wild, 
allowing you to create entire game worlds overflowing 
with Disney magic. But beware: If you’re the type of 
gamer or collector who'll want every figure and Power 
Disc, plan on eating ramen for months. This is a game 
that could get really expensive, really fast. 
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NCAA FOOTBALL 14 
PS3 


m PUBLISHER EASPORTS 

m DEVELOPER EA TIBURON 
m ESRB E - EVERYONE 

m RELEASE DATE 07.09.2013 


RAY CARSILLO 


Utilizing an updated version of the 
Madden engine to provide better 
physics, streamlining the recruitment 
process in Dynasty to get players 
into the game faster, and adding EA 
Sports’ fan-favorite Ultimate Team 
mode can’t cover up the fact that NCAA Football, as a 
franchise, suffers from a severe lack of competition. 
The graphics look like they’re from the beginning of 
this hardware generation, much of the game logic is 
completely broken, and glitches galore detract from 
what would otherwise be a solid football experience. 
At some point, EA Tiburon should strive for something 
above mediocrity with this series. 


DIABLO Ill 


F360] ps3 


m PUBLISHER ACTIVISION 

m DEVELOPER BLIZZARD ENTERTAINMENT 
m ESRB M - MATURE 

m RELEASE DATE 09.03.2013 


JOSH HARMON 


Someone get Azmodan a plus-size 
parka, because hell has officially 
frozen over. Blizzard has made a con- 
sole game, and it’s better than its PC 
counterpart. This port works in all the 
refinements Diablo //l has seen since 
launch and removes two of its biggest lingering annoy- 
ances: the lack of offline play and the auction house. 
Though slightly less precise than keyboard and mouse, 
the new control scheme works surprisingly well, help- 
ing emphasize the action side of this action-RPG. One 
shortcoming? Some UI elements are so small that it can 
be hard to see vital info—like your potion cooldown— 
unless you're sitting right up against the TV. 


HATSUNE MIKU: PROJECT DIVA F 


m PUBLISHER SEGA 

m@ DEVELOPER SEGA 

m@ ESRBT - TEEN 

m RELEASE DATE 08.27.2013 


ERIC L. PATTERSON 


As a fan of the series, | have a huge 
amount of gratitude to Sega for giv- 
ing Project Diva a shot in the West. 
Regrettably, they've done so with my 
least-favorite title in the franchise. 
Most of the time, the fast-paced 
rhythm action—built around Hatsune Miku and her 
Vocaloid friends—is a joy for those of us who love hit- 
ting buttons in perfect timing to music. Unfortunately, 
Project Diva F then introduces Star symbols, more 
gimmicky analog-stick-based notes that break both 
the flow and difficulty of songs. Still, Project Diva F is 
better than no Project Diva, so give this a go if you love 
games featuring computers singing about being a cat. 
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RIDE TO HELL: RETRIBUTION 


360 PS3 


m PUBLISHER DEEP SILVER 
m@ DEVELOPER EUTECHNYX 
m ESRB M - MATURE 

m RELEASE DATE 06.25.2013 


JOSH HARMON 


Last issue, | said that The Walking 
Dead: Survival Instinct would waltz 

to an easy victory as the worst game 
of 2013. | was wrong. Ride to Hell: 
Retribution is quite possibly the worst 
game I’ve ever played to completion 
(and | own an original copy of Superman for the N64, 
people). Once an ambitious open-world game based on 
1960s motorcycle counterculture, Retribution is now a 
disastrous, linear mess with atrocious “driving,” “shoot- 
ing,” and “melee combat.” The only reason you should 
even acknowledge this game exists is if you're looking 
to mock its frequently hilarious ineptitude—including 
an absurd number of fully clothed sex scenes. 


NEOGEO X MEGA PACK VOL. 1 


m PUBLISHER TOMMO 

m= DEVELOPER TOMMO 

m ESRB N/A 

m RELEASE DATE 06.25.2013 


ERIC L. PATTERSON 


After you get past the sticker shock 
from the price tag for NeoGeo X Mega 
Pack Vol. 1, the next thing that goes 
through your brain is how bizarre 

it is to hold an old-school NeoGeo 
clamshell case in 2013 (which, by the 
way, can hold both the game card and the handheld 
system itself inside its big belly). Though the selection 
of 15 classic titles originally feels strange—from Metal 
Slug 2 to Blue's Journey, The Last Blade to Shock 
Troopers—| ended up appreciating the diversity of Vol. 
1's offerings. While it’s easy to revisit the NeoGeo on a 
variety of platforms, there’s something magical—and 
bourgeois—about doing it this way. 


PS3 


m@ PUBLISHER DEVOLVER DIGITAL 

m DEVELOPER DENNATON GAMES, ABSTRACTION GAMES 
m ESRB M - MATURE 

m RELEASE DATE 06.25.2013 


JOSH HARMON 


Perhaps best described as a top-down 
murderfest, Hotline Miami follows an 
unnamed protagonist in 1980s Miami 
who’s encouraged to commit heinous 
acts of violence by way of mysterious 
messages left on his answering ma- 
chine. The lightning-fast combat is every bit as addictive 
as it is brutal, allowing you to improvise with all number 
of melee weapons and firearms to take down your tar- 
gets. Sadly, you'll spend far too much time fighting the 
twin-stick control scheme, which is downright clunky 
compared to the setup of the original PC version. Still, 
few games have channeled a dark, subtly disturbing 
tone with this much cohesive success. 


PROJECT X ZONE 


3DS 


m PUBLISHER NAMCO BANDA! 

m= DEVELOPER BANPRESTO, MONOLITH SOFT 
m ESRBT - TEEN 

m RELEASE DATE 06.25.2013 


ANDREW FITCH 


Project X Zone brings together more 
than 200 characters from various 
Namco Bandai, Capcom, and Sega 
properties and sets them loose in a 
wild-and-wacky strategy-RP6 filled with 
fan service and clever cameos. There's 
just one problem: Monolith Soft seems to have taken 
their combat pacing from Goku and Freeza’s legendarily 
drawn-out clash on Planet Namek. These battles are as 
long as a baseball game—in real time! Still, the fighting- 
game-style confrontations definitely keep things interest- 
ing, and this one’s certainly worth considering if you’re a 
fan of tactical RPGs or seeing Frank West, KOS-MOS, and 
Tron Bonne combine to beat down evildoers. 
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MURAMASA REBIRTH 
PSN 


m@ PUBLISHER AKSYS GAMES 
m DEVELOPER VANILLAWARE 
w ESRBT - TEEN 

m RELEASE DATE 06.25.2013 


CHRIS HOLZWORTH 


Muramasa Rebirth’s striking, gorgeous 
hand-drawn art is largely what defines 
it, but aesthetic appreciation is really 
all there is to gain from the explora- 
tion side of this pseudo-Metroidvania. 
Combat is largely familiar to anyone 
who's played previous Vanillaware titles. With only one 
attack button, there isn’t much in the way of killer com- 
bos to bust out. Still, between a perfectly serviceable 
number of attacks, dodge rolls, and air dashes, encoun- 
ters remain a matter of strategy and management over 
sheer brute strength. And with the added challenge the 
Chaos difficulty brings to the table, Muramasa’s blade 
remains as sharp as any other top-notch action-RPG. 


THE WALKING DEAD: 400 DAYS 
sed J pss J ec Twa] os 


m PUBLISHER TELLTALE GAMES 
m= DEVELOPER TELLTALE GAMES 
m ESRB M - MATURE 

m RELEASE DATE 07.05.2013 


RAY CARSILLO 


The Walking Dead: 400 Days serves 
as an enticing narrative bridge between 
the first two seasons of Telitale’s 
runaway hit. This downloadable 
episode offers up five bite-sized 

— stories that follow a new set of 
survivors from all walks of life throughout the first year 
of the zombie outbreak. The decisions you make with 
these protagonists will then affect the supporting cast 
you'll interact with in Season Two while also offering 
additional insight into non-major characters. If you 
can't get enough of The Walking Dead, don’t miss 
400 Days—t’ll only set you back the cost of another 
episode, and it’s just as good as the rest of the series. 


DUCKTALES REMASTERED 


m PUBLISHER CAPCOM 

m DEVELOPER WAYFORWARD TECHNOLOGIES 
m ESRBE - EVERYONE 

m RELEASE DATE 08.13.2013 


MARC CAMRON 


Nostalgia is a wonderful thing. Duck- 
Tales taps into this, and anyone who 
loved the game when it hit the NES 
in 1989 will adore this remastered 
version. The gameplay’s true to the 
Original, and the expanded story, ex- 
cellent voice work, and amped-up boss fights provide 
plenty of fresh surprises. The controls are spot-on, 
and there’s even a tutorial for those who need some 
help getting Scrooge’s pogo bounce under control. 
However, those born and bred on modern platform- 
ers—sSay, anything after Mario 64—might find the 
game too retro for their liking. For me, though, life 
will always be like a hurricane. 


ELECTRONIC GAMING MONTHLY 261.0 


=] COMMENTARY 


GAME DESIGNERS. 


HUMBLE HEARTS 


BLURRING THE LINE 


What really separates indie games from big-budget fare? 


hen we were 
growing up, the 
gaming industry 
felt a great deal 
like Willy Wonka’s 
chocolate factory. As a kid looking 
from the outside in, with nothing 
but industry-produced magazines 
to let us Know what developers 
were really like, it was easy to get 
swept up in a romantic vision of 
game creation. For the longest 
time, our knowledge of Nintendo’s 
inner workings was solely based 
on marketing materials like their 
Change the System VHS tape to 
promote the N64, complete with 
(preposterous, nonexistent) VR 
laboratories and padded rooms 
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where they mo-capped Mario 
jumping into paintings. 

When the Internet threw open 
the doors on the industry, it was 
a revelation. These fantastical 
developers were just like you and 
me, acollective Wizard of Oz 
behind the magnificent curtain 
that was the gaming industry. But 
in a few short years, that naivete 
was replaced by an even more 
exciting revelation: that anybody 
could make videogames. At the 
time, the notion of the “indie” 
game and “indie” developer didn’t 
really exist. There were simply 
games and game developers, and 
there were simply good games 
and bad games. 


Smash-cut ahead 20 years, and 
the landscape is barely recogniz- 
able. Like revolutionaries in some 
dystopian science-fiction tale, indie 
developers rose up from nothing as 
a force to be reckoned with, provid- 
ing the populace with experiences 
both nostalgic and fresh in an indus- 
try used to hopscotching between 
triple-A sequels. 

In truth, the story of the modern 
independent game developer has 
more in common with the roots 
of the gaming medium than the 
big-budget titles we commonly 
see representing the industry. The 
classics that built our understanding 
of game mechanics were the brain- 
children of a handful of individuals, 
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and that was in an era before digi- 
tally distributed content and pre- 
packaged SDKs. The stage may 
be different, but the characters are 
still the same to this day—a series 
of Campbellian archetypes fulfilling 
identical roles in this new game- 
development landscape. The only 
things that have really changed 

are the distribution models and the 
technology. Making and releasing 
games are still uniquely challeng- 
ing pursuits, but at the same time, 
they’ve never been easier. 

One of the two axes we use to 
differentiate indie and big-budget 
titles is revealed by the very terms 
we use to describe them: We de- 
fine them in terms of resources. 


“Big-budget” games have many. 


“Independent” titles have few. Yet 
the available resources are changing 
and improving every day. It used to 
be that you needed to build your 
own game engine from scratch 

to support your design; now, they 
come pre-wrapped. It used to be 
that if you ran into a problem, you 
needed to work through it yourself. 
Now, answers come in every flavor 
imaginable, thanks to social net- 
works and Internet forums. In that 
respect, the definition of an indie title 


will have to change down the line 
to encompass more robust experi- 
ences that someday will even rival 
the big-budget titles. 

The other axis focuses on the 
experience itself, and how develop- 
ers hone the mechanics of their title 
to evoke (or prevent) certain feel- 
ings. Super Meat Boy wants you to 
be frustrated, but it knows its ideal 
player will overcome the challenges. 
Compare that to the highly curated, 


focus-tested New Super Mario Bros. 


series, which doesn’t want you to 


be annoyed or offended by it, and 
you'll see philosophical differences 
in these designs that no technology 
improvement will ever reconcile. 


That, to us, is the core of the “indie” 


versus “big-budget” debate—that 
once you remove the disparity of 
resources, which should happen 
naturally over time as technology 


improves, all that’s left are the ideas. 


Willy Wonka may have had a 
magical chocolate factory, but 
he still had to make chocolate. 

It doesn’t matter who makes the 


game—what matters is the quality 
of the end result. We do ourselves 

a disservice by pretending indie 
games are that different from big- 
budget games. They’re getting along 
fine together now, and the playing 
field is leveling a little bit more with 
each new release. 

And soon, we'll be back to 
games and game developers, and 
we'll simply have good and bad 
games once more. 

—Alex Kain is a game designer 
who writes and Dean Doadrill is a 
game designer who draws. They 
collaborated on Dust: An Elysian 
Tail and, for some reason, both liked 
Jurassic Park: Trespasser. They can 
be found on Twitter: @tdcpresents 
and @noogytweet, respectively. 
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ANDREW FITCH 
THE CONTEXT OF CONTROVERSY 


Tabloid journalism does a disservice to gaming's pressing issues 


ame Developers 

Really Need To 

Stop Letting Teenage 

Boys Design Their 

Characters 

The headline, in reference to the 

now-iconic busty Sorceress found 
in Vanillaware’s throwback brawler, 
Dragon’s Crown, wouldn’t have 
passed muster in one of my college 
journalism classes. Yet there it was, 
blaring loud and proud on a major 
gaming site. The accompanying 
article, by Kotaku reporter Jason 
Schreier, ran a mere 59 words —far 
shorter than even this paragraph. 
At no point was art director George 
Kamitani’s name mentioned. At no 
point did Schreier compare this art 
to Kamitani’s earlier work in Odin 
Sphere, GrimGrimoire, or Grand 
Knights History. 
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At no point did Schreier ask, 
“What’s Kamitani’s reasoning for 
designing the art this way? Why 
does it differ so much from his 
previous work? Are any female 
artists working on the game? How 
do they feel? Are there any internal 
discussions at Vanillaware on the 
issue of how women are presented 
in Dragon’s Crown?” 

Schreier’s done some nice work 
since joining Kotaku last year. 

He’s better than this, and he later 
admitted as much by personally 
apologizing to Kamitani—but this 
article was a vapid, sensationalized 
mess that sabotaged the Dragon’s 
Crown debate right from the start. 

Even my former 1UP colleague 
Jeremy Parish, who later wrote an 
incredibly thoughtful, reasoned 
piece illuminating both sides of 


the controversy, fell prey to lack 

of context himself by mentioning 
Kamitani’s penchant for perversion — 
followed by an image of Princess 
Momohime from Muramasa: The 
Demon Blade wrapped in an 
octopus’ tentacles. 

However, Parish didn’t explain 
that this was Kamitani’s deliberate 
callback to The Dream of the 
Fisherman’s Wife, which features 
a young Japanese maiden in 
the embrace of a menacing 
cephalopod. It’s the most famous 
piece from a well-known collection 
of 17th-century carnal woodblock 
prints. Yes, Kamitani’s interpretation 
was titillating—that was the point. 
When a work of art is based on 
an erotic woodblock print, you 
shouldn’t be surprised when the 
end result is...well, erotic. 


Kamitani has several female 
artists working for him at 
Vanillaware. He’s designed an 
impressive, diverse array of female 
characters over his 20-plus years in 
the industry. He’s clearly a student 
of art history. I’m not saying that 
you can’t be offended by Dragon’s 
Crown—personally, | think some 
of the game might cross the 
boundaries of good taste—but 
simply calling the designs “sexist” 
and leaving the argument hanging 
doesn’t address the issue. | think 
| can safely describe former Team 
Ninja head Tomonobu Itagaki that 
way based on his development 
history (Dead or Alive: Xtreme Beach 
Volleyball) and real-life sexual- 
harassment issues, but Kamitani’s 
catalog is far more nuanced and 
deserves a more thorough critique. 


We’re in such a rush to 


regurgitate the latest “information” 


on the Internet these days that 
we hardly stop to think about 

the consequences of our actions 
sometimes. | saw an example 

of this firsthand when | worked 

at Ziff Davis, as the venerable 

PC magazine Computer Gaming 
World transitioned into the online 
world in 2006. Normally, a review 
would've been vetted by multiple 
editors, its merits debated and 
discussed for a few days—but 
there was a rush to get the 
Neverwinter Nights 2 review on 
the site. The reviewer critiqued 
the game for featuring heavy D&D 
pen-and-paper elements, but he 
was new to the series and didn’t 
realize this was the entire point of 
the Neverwinter franchise. 


The review was quickly pulled, 
but this wasn’t some gaffe made 
by greenhorns. CGW’s masthead 
at the time included Jeff Green, 
Shawn Elliott, and Sean Molloy — 
who now ply their trades at 
PopCap, Irrational, and Blizzard 
respectively —three respected, 
experienced editors who are 
among the most thoughtful, 
reasoned voices in the industry. 
|, too, played a role in this snafu 
as a CGW copy editor. Mistakes 
can, and do, happen to everyone, 
including every last one of us here 
at EGM. But we can minimize 
them by thinking about what we 
write before it goes up. pithy zingers instead of serving 
At least once a week on Twitter, their audience and giving an 
controversy erupts over a hot- accurate rundown of what actually 
happened—and letting readers 


judge the situation for themselves. 


button issue in gaming. Too many 
folks spend their time aiming for 


I'll often have to do my 

own legwork to try to parse the 
rage unfolding on my timeline. 

If /’m having trouble as someone 
who works in the gaming media, 
how does the audience feel? 

The online world has forever 
changed the nature of discussion, 
and | understand that. But that 
doesn’t mean that we have to.be 
complicit in the downfall of re- 
sponsible reporting. Take the 
time to write an article. Take 
the time to do research. Take 
the time to track down the 
people behind controversial 
content and have a meaningful 
conversation with them. And 
don’t disrespect the real issues 
the gaming industry faces by dis- 
tilling them into 140 sensationalis- 
tic characters. 
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The Worst Launch Titles of All Time 


hen a console first launches, 
consumers are limited to a very 
small selection of games. Tradi- 
tionally, you have your choice of racing, 
jumping, punching, or helicopter. History 
has proven that three of those become 
instant classics—and one becomes a per- 
manent decoration in a used-game store. 
Some kind of government regulation 
seems to require every console launch to 
include at least one game made entirely 
out of recycled wastewater, and here are 
the five absolute worst. 
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SMURF: RESCUE IN 
GARGAMEL'S CASTLE 
(COLECOVISION) 


Rescue in Gargamel’s Castle is the most 
needlessly impossible game ever made. 
Your health is constantly depleting as 
you waddle across empty screens, 
because the simple act of going the only 
available direction kills you. But that’s 
not all that kills you. Gentle streams, tiny 
fences, and patches of grass all kill you. 
Basically, anything other than the ground 
instantly makes you a twitching corpse. 
In fact, even ground can kill you if it’s 
slightly higher than the ground you’re 
standing on. Precision jumping is your 
only weapon, but you’re controlling a 
Smurf whose nerves are completely shot 
from living in this world of unspeakable 
terror. He is an unresponsive mess. If 
they made a movie based on this game, 
it would be five minutes long. One 
minute for the Smurfs to come into our 
world and meet one special boy, then 
four minutes of him crying as his every 
tiny movement slaughtered dozens and 
dozens of Smurfs. 


LAST BATTLE (GENESIS) 


When reminiscing about the low points of 
the Sega Genesis launch, you might think 
back on bodybuilding werewolves strut- 
ting in slow motion through a graveyard. 
However, A/tered Beast was not the worst 
Genesis launch title. That honor goes to 
Last Battle. It was the story of Aarzak, a 
master of Jet-Kwon-Do, which sounds 
awesome—until you realize the only 
moves in Jet-Kwon-Do are a dainty jab 
and a daintier Rockette kick. Your op- 
ponents jog at you from both sides, but 
to account for your karate shortcomings, 
most of them turn around and leave long 
before you need to softly tap them. As 
for the visuals, the game was designed 
during an era where the line was blurred 
between super-tough imagery and homo- 
eroticism. Still, | feel comfortable saying 
that Last Battle looks like a medical de- 
vice two gentlemen might use to produce 
breast milk for one another. 


NIGHT TRAP (SEGA CD) 
With all the data that fit on the amazing 
new computerized compact discs, 
game designers in 1992 were allowed to 
explore their wildest fantasies. | find it 
truly insane that one of these fantasies 
was filming a horrible slasher movie and 
scattering clips of it around a house. 

As the player, you switched between 
security cameras looking in on different 
rooms. If you timed it right, you’d see 
video clips of a slumber party. If you 
didn’t time it right, you’d see empty 
rooms—which were only slightly less 
interesting. It didn’t quite feel like a 
videogame. It felt more like something 

a security guard would make to help us 
understand why he hung himself. 
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CHINA WARRIOR 
(TURBOGRAFX-16) 

In 1989, one title could safely boast that 
it had the largest character sprites of 
any game. Unfortunately, having such 
gigantic character graphics meant that 
China Warrior had to cut a few corners in 
other departments. First, the developers 
had to fire their writer before he had time 
to translate both of the title’s words into 
proper English. Next, they had to limit the 
number of China Warrior’s enemies to 
four—and these weren’t exactly deadly 
opponents. One of them was butterflies, 
while another was a flying potato. The 
game also had to cut back on sound 
effects—or, more specifically, not include 
a single one. In fact, the only noise heard 
at all was a single musical track that | 
think was written by playing the “Racist” 
rhythm button on a Casio keyboard. 


PING PALS (NINTENDO DS) 
When the Nintendo DS came out, the 
system allowed you to send pictures or 
messages to your friends. You could also 
buy Ping Pals to do the exact same thing, 
only much worse. It might be the first game 
of any kind that is measurably, scientifically 
pointless. If you ate three rolls of quarters 
while waiting in line for a Nintendo DS, 
Ping Pals would still have been the dumber 
way to lose 30 bucks. [] 
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